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What, no disk 

# Ask the newsagent! j^ 
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Putty! In your hands! EKHT rufebory 

hmh o* ••% idnil System ] nrbonl 




EflTEIUIMTIEDHE -SEP! 1!H 
lody HeU! Hours of fun with 

brilliant haclc'n'slash 



0What, no disk? 
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THE BEST DEMOS 
— YET AGAIN! 

Renegade's 91%-rated RUFF 'N' TUMBLE! 

System 3's 90%-rated PUTTY SQUAD! 

Core Design's brilliant DRACONSTONE! 





JIMMY WHITE 

LURE OF TEMPTRESS | 

DUNE 





' 



PGA GOLF .NOt" 500 
ADVANTAGE TENNI5 
& EURO CHAMPS 9J 



THE GREATEST 
16-99 



THEME PARK 

22.99 



ARCADE POOL 

CD32 9,99 AM 6.99 



HIRED GUNS 

11.99 



PREMIER MANAGER 2 

7.99 



SPORTS MASTERS 

13.99 



IMPORTANT - FLCASt MOTC 

WOP ■ wfTI iwf work on iSOQ 
tin, AiOO or A1200 
HOU- mitt not work an AI20Q 
1 MfC - r*ffui>es I *■ of MM 
.--Mffrrem 



; combat llasscs 

■ u=t5 sthiki eagle ? 6£s*t-..ck 

I SUB. TEAWVANKEEjn MEG|lNOI2l 
: COMBA1 ClASSIC5 2 
;SIlEN^ SEBVICE2 =19S*=ALIH 

FICHTEH. PACIFIC I9L*»JD| (l m£G,;i 



MFNU'I "J5 

NCI FALOOS GOLF. ._ ..14.39 

Nippon SaFE5;i uegi ..... 16-M 
otitv^fia.- 

lEA&JE EDITION! I MEG} .. 1S99 

WOHLUCUPFDITIENd MEGl ■ 1999 



COOL SPOT . 

CH*FiHDUklMCSr MEO) 

CRUSEFCRACOBPSE 

CURSE OF ENOWTA 1 1 MEG. 
- I C-UAY l**"FEFVHONS.| 1 1 MEG? 

AMIGA A120O VERSION GAMES £*™^ fl™« .; ;; 

AjRRUCKSVI.2 1B» pgeF^lMiOt - 

■V'WF^FEE "OWER ASSAULT* It* ORAflCNSTONL ■ 

AjENBREFC 1 1999 

BaflSHLL ■ 

BOO* BLOWS "■*■ 

BRUTAL ILVjTB*.. "JELLXE . 15+9 

HUMP M BUHN ■ 24*9 

CAPTIVE:! LMWTTON 24.44 

OUDS FNCi'NE ... 'B.49 

CYILISATON AGA. .. ..19.99 

6JUU . ..19.99 

QUNSHIP MOP ^» 

HE MU*LL ? ■ BANG OF ASSAM) *■ 21*9 
MPOSSlB.FMISE-ON 22 48 

IE-AH2- LE&ONF, OF CHAOS . 19*9 

awes pot* s ■ operation stabfish U99 



29+9 
i5« 

111 

'■ HH 
..SS.39 
21. 49 
21 49 

i : ,v; 



WIPIDPI|YE(1 MEGl ■**• 

PATHClAN (1 MEG| 29A9 

pinball double f»c< ii ««a) 

iFINHALlDHFAMSI FANTASIE5I .'IS.3S 



DREAM LANDS 

]TRANSAHT|CA. STCRM MASTER, 

ISHARlM MEG! . 

MEGl 



LmsaePAHii i.' " 

KIW.DFF3(AiaM:- '(» 

KiDvioaua- w.W 

KINGPIN' '66 

MIGHTY MAX* 

ON f HI BALL - LEAGUE EDITION 

ONTHI mai. world Cup CDfi>QN • AM 

outtOluNCR is 49 

PLANET FOCrSAL. - »49 

RvDFPCLP .. 114 3 

SABRETEAM 18.99 

SMON THF SOHCEHER 2A+9 

Sr£LElQNKBEW< M--» 

SOCCER KID --. It-™ 

STAR TREK. ■ 2JTH ANNIVERSARY 

IHAPC-DRfvEOW-V;. 22*0 

1HEMEPAHK M.W 

,ifi . ENEMY UNKNOWN BM 

yiEL«ll FY- INTERNATIONAL SDCCEF "JH 

AMIGA GAMES 

FOR OUR FULL SELECTION OF AMIGA 

OAMES -.L'.iL*"- f:jh afPEE 

IE-PAGE COLOUH CATALOGUE 

UEGI 

air bucks ui i 



DUNE 1 1 MEG "-H 

r,nj'. e: :• n i • - f fcr t,p*ms i ■ hfc , i t.ss 

DUHSeON MA8T1R J(j MEQ| ' ■■■- n M 

CvhAB.JlSTEHS|HOl?l iHf.'S 

ELFUANIA I MEtil- 18- M 

Elite 9 Be 

fLlT£ f |F«3hl" CFVl <1 MEOl IBS* 

EMfinF StKCERII MEG: .194* 

ELflOPEAN ChAMPONS Ii MEg;. is?? 

ETEOFTHEeEH&.-JEp.fSSII.'ll MEG| 12*9 

EVE l>TMFBEHOL3EP!*n>i*l5l MM 

F' lOOMASKi H MEG! . . I T *5 

F ■» "A STEALTH FIQHT^P S.C I > MEO i I !.«■ 
FliSTEA.TM Fl&rfTER INbPl S.flS 

n FKJU»DFISI.SAV|1HEH3}< 33.40 

20 4 g Mil. INTERNATIONAL SQCCEH |l WEGI.-M.M 
f|BS"f?.4UU=A . MEGSLOMAUAlWDiai 13.W 
FLASMBMXHHECil. ^BB 

FLrHABOEH *B3 

FOFMLLA I LlRANDPRW 



PINBAIA DREAMS.; I MEGl '4 46 

PINUAJ-FiWTASlEi .14 98 

PtHWHl UEOl- - 17 B9 

POLCEQUEST1 . 1249 

PQLIDEL1UEST3<1 "EQH' 1JB 

FOPgLOUe 2 LI MEO- - CHaLLbMLlE 

DATA^ISK -v- 'S^ 

n;wE**«NGEH . mvi PATAiNHlil 11*1 

PP.EWiERMANAGEH|i MEG: M.99 

PRt*«B MANAGER 2(1 MFGl T.H 

PROUEj£T'>: 'SPECIAL ECT'l&V'il MEG. ID.4B 
FUILRDAC '■yCOW (1 UEBl INOPI ' 3-43 



ml. '.ER „„ »M 

WEUBLE/ HUGftV LEAGUE.; I MEGl 17 *B 
'rtlLDCUPEOCCEPllMFFin 17SS 

MM COMMANDER 1 H MEQ i '** 

W1NTE« 0LVWPIC5 21*» 

wa-NTLB 'Qg* 

A1I-KID .-.. I™ 

WORLD CUf USA « (1 MtGl - .. .IB.« 

WORLD CUP fEAFM 
IQDAL. cn*MPl!lN5HIP*»«*0EH 14 . 
DATA DI&R.STmPtEB 
SENBBLE^OCMBlllMEO) »»B 

■HWFWRESILINGEH MFJ3) S»j 

idol jt Mean ■»» 

ZOOi J;l MEGI ■»» 



AMIGA EDUCATIONAL 

FOR OUR FL/a SELECTION rLE*S-£ 
SEE OJR COLCHJRCATALOOUE 



RAINBOW COLLEC1 'Jf. 
BJOSLE 9CIE6LE. RAHBOlV I5LANDE- 
NEW2£AiAhD5TOHV|iN0Pl 10.B* 10 OUT OF Ifl ■ ENGLISH. 



10 OUT DF 10- EAHLV ESSENTIALS 
AGES 3-7. CREATES AN I0E4JL 
KHJNDAT ON FOB CMll OREN TO 
HUILDOM 



BENEATH STEEL SK¥ 

22.49 

AMIGA A120O VERSION 
APPLICATIONS 

DlLUSE PAINT 4 AG* ENHANCED 

\ffmiKft rem Aitaa i*v*m»o. pahjt 

AND AHHATE IN Up TTJ25MM COLDUFtB 
FKGU16 7MLLIGH \Z tt& EiaEHNAL 
DISK OB HARD DRIVE. REQUIHED| .. . M.M 
VISTA PBD(LITEt CBEATE5PEL1ACULAR 
VIRTUAL WOPJ-DS WITH THIS PCV^EHI UL 
SCENERY CBEATQR AND MtMTQK 

., if .-. lim .r :: > (vi roBUNOw Aixjn 

OnA*»0 GZMB. DRIVE HE.3UIPED: **•» 
BRILLUHCI VS »0*. JfESTVFR&ON 
r!F THIE. ^MEMIFR PFaFESiS OhAl AFfT 
PACKAGE > *■■" 

AMIGA APPLICATIONS 

FOROLJH FUU SELECTION =LEASE 
SEE OUH COLOUR CATALOGUE 



SENSIBLE INT'L 
14,99 



TRIVIAL PURSUIT 

CD32 19.99 



AttOE ■ CPIAFT. 

EJOEN5ION 70 AMOS 5IVINC O'^FR 16C 

* ^sssrssnffSorsssss>z. 



ot.rbpp n ™r«iF1 11 3S AOESE-1* COVSR9 MAJM WtAS 

1044 OF THE NATIONAL CUHRICULUM 



. »*9 

li.*4 



. .9.B9 



QEJNE$tA|l MEOi 

30AL 

3(UimaM nooCH DATA DISK 

GflAhAM GOOCM VVCflLD/OjSS CPKKET . 

TEST MATCH SHOAL H MEQ>. IB.« 

GUMSHIP2(K»|lMB3; 22.43 

HEHDALL 2 - BANE Qf AEGARD |1 UEOl 21.4D 

HEROOLES1 2 19 W 

WHEDQUNS:! MEO| vM 

HlS""QP>fLINE 1914-11(1 MEGl 

lUFOESIBLt MISSION II MEGl 
INDIANA JLMES > ACTIDfi 
IFA-E 01 ATI.AMTISI . 
INDIANA JONES ACTION 



REALMS: I MEGl 

BOAORASH i3*5 

RCfllNSOMSPSCuiEM.iUEQi M*V 

H0BKE5CR^ ... . .;.« 

HLG&v LEASUfl OOACH ll UEOi* ... .IB.B9 

SAi-iTEAU II .SB 

SCRABBLE ILiS OOLD: . 13.43 

BEOOHOSAMUFW 11 MEGl (NDJB "43 

SECHE" 0= PVD^|KE■'■ BLA* 1 1 MEGl 1 1 H 
SECBETQFMOHKEVSLANB2f1MEG} W 49 

sensible soccer rww S 6 * 80 ) 1 ! ' * B 



IIMB. W5TALLAR,= 
AMOt - PBOFEMICWAL 



16.B9 



139S 



POWEltrUL AND PCHJFES5I5NAL 
i'E S^IOJ CF HFET SELLINC Oames 
CPEAlLVl iJOREQOMUANDS MORE 
F.=yiBL!'* ANn RETTEH USE* 
ir,-F=.-ACfc ilMB INSTALLaBLEl 



J'..BB 



*?*? SEHSIELE SOOOEB - «TERNATK>**L 



EDaiONl(1MEGjl 

SETTLEH& 

BHMXWCKUM iPJOi^i *■« 

S|£<i5iA S0O3EF 

,v*ORLPl"r.UPED-lD«:.ii«EG| r?..B 

sill>'T service 2 1 1 MEG;. "Sab 

SIM CITY DELUXE 
, (SM CITY FUTUBE CITIES 1 
1g TERRAIN =D<-OH- ......19* 

P049 EIMON THE SOflCEHEH I I MEO) ■ 2399 



MR NE-ALLABUE) 
10 OUT OF >»■ JUNIOR ESSENTIA-S 
AGiiS-11 8WLDIMG FOUNDATIONS 
FOR MAN* APEA3 OF THE NATIONAL 
CUmCUJuM (1 UB, INSTALUMiLEl 
■a DUT Of 10- UATHE. HJMBEHS 
AfiES E IB. NATICIMdLCUPWCOllJU 

1 «■ INSTALLASLEl 

ADI GCSE ENfli-ISH paCk. i.1*-1*'tEAHSi 
1 MB, DOUBLE A3F EPOUp PACK 

THEPEPFEC--3CSFREVISK5f*TOCV S2.99 complete ™TH MANUAL AND COMPILER 
API QCSE f BENCH PAM 1 14-1« VEJAH51 ^^Ll^f,^^ NEW 

1 UB DOUBLE AGE GROUP FAC* LAN&UAM AVALABLE 

THE PERFECT GCSE HEWSION TOOL 22.BS 
ADI ECSt UlATHS PACK | H- 1* VEAFBt 
MB. DC^LE AOE GHOUP PACK 



AVOS P-ROFFSEjDNAL COMPILER 
OOMPILES AND SPEEDS U" PROGHAMt 
■AFI-TEM « AftCS EAE-V AMOS 0«AHOE 
idCFFSSONAL :i UB INSTALJULEl !*.» 
BLITIBAStei BHAND N£W FAST AT*} 
JA3VTQ_UM VEPSICN OF fi*S« 



AMIGA CD32 CD S 

FOH OUR FULL SELECT ION PLEASE 
SEE OURCOLOUH CATALOGUE 

AHCA«POOL B.W 

BATTLICH88J '3.99 

HENEATl" A STEEL SKT ■ . 13.99 

BHUTAL FOOTBALL lJ-41 

BUBHAN4TIK «*.•« 

SUMPN'BJHI' ..»* 

CANNDKFDOOER. . . 1» » 

CAPTIVE i - LIBERATION 1S» 

CHAOS Er*3INF 17.99 

f-HUCK HOCK 2 ■ 

D'OFNERATlCn 17.W 

□I2ZT C0LLECT1OM 

I'ENCL!-' GAMES. . •»■" 

DUTrS. ENCHANTED WOOOS- 11.44 

CPaGONSTONE ' Ml 

EUTE2 I*" 

=yTPALTORS-THE HANGING 

QAHDEAJbiOFZAHC* 1»» 

FIRE AND CE ]»» 

GLJNSHIP2KK 1**9 

HEWPAU2 ...,,^. f"* 

IMPOSSIBLE PiHSSKJM .... 1949 

jAMESPOMia OptSATlOtJSTAflFIEH ..31.44 

RlC*.0FFJi 2144 

KINGPIN- l !*4 

LAUYfllN'riOFTIHE 15..BB 

LlMMMBe 9Bfl 

LOIUS TBll DOT 1L01US. 12 3) 19 BB 

HAN U/7D PREMIER LEAGUE 

CHAMPIONS- ■■ . „,-... 1«.» 

WCFOCOSW W** 

«.-|RPH n g 

NlfMlFALDaS-GOLF ...22*9 

p»«ALL FANTASIES ■■ .14.44 

PIRATES GOLD ... 1599 

PLANlT FOOTBALL " .... ... .22-49 

PROJECT X . 5.E t- F1 1 CHALLENGE "939 

POBOCOD :.IAME5PDM)2| . .. 



-,), H!l 



MLIKE PA1HT 3. AVSRVPOlWIWJ 
AFtTAHOAHIMATlOi^ACKAGE-Ai'H 
EKTENSfuE FEATURES AHEE-£t:LLEFl_ 



^^SER^CNW 2299 |*^--^5 D ^PL'r 
i ANHATlQN AND AH1 INCl UDED 



M.W INDIANA JONES FATE OF ATLANTIS 



.4.99 



C UH SCHOOL 3 ;2-s *R5l 
CUN SCHOOL 3 iSTTRSl 
FUN SCHOOL * 12-9 tRSl 
FUN SCHOOL 4 15-7 TRSl 
FUf. SCHOOL 4 17 . VHSl 



U** 

1«*» 

i SKI 



ALIEN 3 .. . ll-" 

AIIEN3PEED2H MFO 174? 

APIDlfA' '£ 

i?CCAL>PEt 1 1 HF :". 19 »» 

A3AB1ANNI5HTS 9** 

ARCADE P004. |1 MEOJ 9*» 

aik:hermacle;ansf<jol ii*S 

ASSASSIN HEMIX 44* 

AWARD WINNEAS GOLD 
(SENSIBLE SOCCCR ElITE -'WM v 

Whites SNOOKiR. 80M.1 n meg) 24.44 

B,17FLV«fiFO«TREBe(14»Bai HW 

BATTLE ISLE 33 "4a 

6ATTLS PF EftflWl . . 1*4» - 

6.CNEA7HASTXELSKVII MEG, .. .2.49 KJfGHTS OF THE E«T 1 1 MEO: 

BLM(1ME(»1 1399 KPLISTY'SSUPEH FUN HOUSE 

BOUV BLOlVS 1 1 ME&I ... ...799 LASER SQUAD 



ADVENTURE II MEOl W •! 

INNOCENT I IMEC-I MBS 

ISHAR J • LEGIONS OF CHAOS 11 M6GI 1^49 

ShAR 3 |l MEG'.. . . 

JET STRIKE ... 

JlMMVVlHFES SNOO«EH IN012I 

;ir,KTEPirASCPOLLSi 

JOHN MADDENS lU.Sl FOOTBALL 

JUHASSCPAPKl'MtG 

K240 (UTOPIA 2; 1.1 WE&I 

KGB 

KICKOF= 3- 

KINGMAKER I MEGl 

K|NG5 0JES^3 

KiheSOUES-A-l WEGI 



F'J-i 3C-:.'U- SPECUMJI 
MEHLINS MATHS |7 'I *HS| 

Spfllimg c ab:''3 '-'RSi 



BDDT (JlOiVS CiALACtCO MEOl 

BHEACH2- 

BHIANlHEuON 
BHUTAL FOOTBALL 
RLIB&A 'N STlK 
CiFSEF DELUXE . 
JAMPAGNl' UEGl 
CAMPAIGNS I' M#Q) 

CawjON FODDEH 1 1 MEG 

CHAMPIONSHIP MANAGER SJV |1 MEOl 1.S9 
CHAMFIONSh " MANASEH 339* 'EN!3 
OF SEASON DATA niWJ! I MEGl .. 13*9 
CHAMPdNSHlPIJiANAGEH COllECiON 
r91*4 * UPDATE Dl&K|i 1 VIEGl ' 3 W 

CDAMPiawSHIP VA7HA0EB r*.IA|1MEGl "'48 

CHADS ENG1ME 1 3!M 

OVILISATK3N 1.1 MEGl 10*9 

" E FOOTBALL- THE MANAGER i ' UEH- 20 95 
DOAIBAT A* PATROL 1*99 



1?» 
1149 

.. .4.44 
.ra.4fl 

. I 1.99 
. I BA9 
.11.49 
189H 
3,49 
1&48 
U -IV 
I249 
1299 
S99 



S.MU MARKS i.1 MEGl ,17*9 

SlEEPViAIKER 1*9 

SOCCER KID HM 

bPA.CE CRL5ADE .;NLM2.. ■ I ' 49 

SPACE HULK '5.93 

MICRO OWLISH, a TPS TO OCSE 

CONFORMS 7^ NAT O'lA. 
GJRHICULUM 1 1 MBl 

12 99 MCM) FRENCH HEWNNERTD GCSE 

10 99 itONFOflMS TO NHJURBCULIW 1 1 Mil 1B.» 

e«9 



LEGENDS OF VALOUR (1 MEG) INOIJI 1 5.99 
IE EL^E SUIT LARRV 1-1 MtGl I1« 

I FlEJj=IE SUIT I.ARRV 2 ,1 MEGl 1 1 19 

LFlSJHE SUIT LARBV 3 |1 MEG 12 48 

LEMUItiSS ♦ DATA DISK 12 94 

LEMMIN3S! „ • H.JB 

UTMMINGB data Disk - oh no 1 b 48 

DNK.S ■ iOOLFi 

. 12 49 
.. S.99 
3 99 
.21.49 
. I 1 .49 



. .17.49 
.16.93 
.17.99 
.13.99 
l»9fl 
1199 
.. 1199 

!!2B4* IHAHUDfili'F ^EQJIHETJI II MEO) 
LOMAWOFlACFUlLL'r- 

LOFOS OF CHAOS 

LOPE* OF THE REALM 1 1 MEGl - 
LURE OF THF TEMPTRESS |1 MEGl 



SPACE LEGENDS 

(WWC CQilUANIDE" MECATHAVEU.I". 

«LITI)H1 MEG) — 

SPACEOUEST3I1 MEG>- 

S'ECIAl 'OftOES T MEG 

SFEEDEALL2 

SPORTS MASTERS 

I PGA GOLr INOIf 590. ADVANTAGE 

TENNIS, EUR0*E*N 

.;.-av=ic'-S" "S 19193(1 mll: 

STARDUST 

Starlohdi' MEG:.' 

E7REETP|GP'EP2 
i'RlsFPilMEU.1 
BUPSH FRCHi.1 "*&l 

SJW.EMACV;! MEG| I*.** 

KUHBURPAN COMMA.MJO ..13.44 

S™OCATE (1 MEG| 

T2.:coiri.0Piii meg; 

TACTIC ALMAMAG1B 



V.99 
17.39 



1*9* 



•3.39 

.12 43 
,22 99 
11 ii 



.7.94 



■9 99 



5- H 



ENGLISH LEAGUE II MIW "»>44 

THEBLUe tTHEGP£V |l MEQ! 

THEOPEATES" 



coNFpnms to nhjubiwjuluii 

HERD GEi*JlAh BEGINNER TO OCSE 

AynajEiNfeSS level conforms td 

NATIONAL CL-fiBCULUM |1 MDl 

MICRO MA T H5 '■ "RS 10 GCSE 
CCINFOFMST0«.CLIRHiajLUM i'U6 

MICRO S&ENCE EVHSTOOCSE 
CCNFDRUS TO NCUROIClLUU 
*» htCRO SPANISH. BEGlNNEH TO GCSE 
1*» COrif0FlUSTgN.tLlfl0lClALIU 11MB}. 1449 
uE.jAMATHS.ALE'iE.CCUFISEHlMll 1B-99 

NODD>' S BIG ADVENTURE SEQUEL 
TO THE POPUlA" ^DDD>!i PlAvTIME 
SERIES. II Ml. INSTALLABLE) 
NODD^S ALAVTIME. SUPERflMODDY 
THEMED EDUCATIONAL ADVENTURE 
SUITS AGES J- i'1 MB. INSTALLABLE! U-99 



.'1 MB| .. 13.99 



.19 39 



. ..El 49 



MAN UTD PflEMIEK LEAS UE 

CMA**IQ«9 I1WEGI l«-» 

MANCHESTEHUNrTED »9fl 

MlC«0 MACHPIES . .. 16 44 

■.'..i-.;..M-.v 1JL4fl 

MORTAL KOMBAT i I MEGl » 4V 



%8nS£S!&mRS££- .. «» A1 200 WORD WORTH DEALS 

THE LOST TREASUHES-OF |NFOCO« 1 WOR&WCHRTH V2.AQA WKiFlO ^'UBLlSlF'! 

iK'CLAtSlC'NF-nCOMTEX- NEW lO"V JR1CE. I' MB F STERNAL 

ADVEN-UHESi IB -39 DISK OR HARD DRIVE REQUIRED! 19.49 

TRAPS N- TREASURES I' MEQi* - . .'5.44 W0«CWOrfTM lit MA WOTO PLSLISHEFI 

ULTWAllNOlfl ■ ■ . ...5.94 fnF. LATEST AND G*^ATE5T ',tHSlCN 

VALHALLA 1 1 MEG.) * ...19.99 pf TOPOUALITl' rtCBD PUK-SHEH 

VIKINGS FIELD OF OOIHUEST'I MEG! 11 49 PACKAGE (S «B EUTEBHAl. D«5K 

V1T.AL LIISHT I ' MEOl* 1 650 OP hAHD DRIVE BEOUIHEDI.. . 59.99 



|i MU NS T ALLABLE> l'- 1 * 

DIBEDTOHT0PU3.4 COMPLETE 
DIRECTOHT ANOFILE OHGANlSlNG 
STS-EM INVA.ijlAHLE FISB HARD DHIVE 
USEHS , I I* INSTALLABLE! ■ *».BB 

FINAL WRITER IRELLARF ?i 
=VUEL.f N'V.OHD PUBLISHING Sf STEM 
•rt|-H0vE«i«.^VPLrACF5 EAST TO 
USE 12 MB. DHIVEREGUlBEOl* ... . 74.** 

RANNA BARBARA ANIMATION 

WOBHSHOP F'JR CARTOONS ETC 99.99 

HOME AC-COUNTa THt ORQINAL 
VBRSICM OF THIS UONETlAANAHEH 

i N=-4LLABLt! 9.B9 

KHCWOBDSt FULLY FEATLBEDINOW 
PUBLlSMEfti;ii» INSTALLAflLEl ....11*9 

VASIPLAN4 COMPLETE SPREADSHEET 
3LJSINL&SGRAFMC-S AND DATA&OiiL 
SYSTEM. 1 1 MB INSTALLABLE! ■ 19.99 

MINI OFFICE NTEGPATEO "VOPD 
PROCESSOR SPREAUSHFFT DA-ABASE 
AM3 HSK JTI.ITES ■ '■ WU IliS'Al -ABLE M.49 

MONEV MATTEBS HOME ACCOUNTS 3! 
LATEST VERSION Of THF EXCELLENT 
MONL T PAf.rAGE I PCM DIGIT A 

,i mu instailable; 99J9 

PC TAB* GCOU VALUE SIMFUE PC 
EMULATOR AlJJWIVQ IBM PC- 
AlWJCATlOJtS "J BE V5ED CMTOUP 
AM<jA PtEAEE NOTE THAT THIS IS NOT 
SUIIAPaE FOH WWDOWSOH HIGH 
ENU APPI ICATICNS Pf QUlRES MS DOS 
3.3 (A ABOVE. |l MB. NSTALLAEAt) . »9t 
PENPAL. EASrTOUSE WORD 

RPOCE9BOR (1 MB. INSTALLABLE! *7-» 
PUBUBHin (PAGE LAYOUT PACKAGE!. 
'NOi; ' MB.'EKTIERNALDISN 
OPK4HDLWVERFOUIPEDJ.. . 13.99 



PYDFRCUP. .... • 1J4J 

SaWSTEAM . . 1*» 

S£CC"3 5AMURAI IJ» 

SENSIBLE SOCCER .. . 1H.99 

SENSIBLE SOCCER NTEfiNATIDfiAL 

EC'TIUft. 1 799 

SVON THE SORCERER- ..23.49 

S-SEPAALKEfl l2 -49 

SOCCER KID- . .IB.99 

SUPERFRO& I"" 

^FfVIAL fjRSUIT 1999 

UFO • ENEMY' UHeNOHW ». . .--1999 

ultmate bodtf blcvis __ „ _ 

0bOP»Blc«eiboDy blows galactic! i**9 

universe- w* 

ivemblef international soccer .19.99 

iVLDOJPSOOCFR-i 19.99 

IDOL 2 IB." 

DIGITAL VIDEO CD's 

OlClTAJ. VIDEO CP't FOR CD32QRCOi 

FITTED WTH FMV ADAPTOR 
ANDREW LLOVD ItfEBBER .. 1599 

aFVERL-YHILLSC0P|t5:. 1S99 

BLACK BAJhi(lJ| ■ -15-tt 

BOBMAPLEY IHE LEGFND 158* 

uOn jO'-'i ■ keep The Faith 1 B.44 

BHYAN ADALtS ■ VIAKWG UP 

TFt NElGKOiJRS. . 'SM 

CARTOUN CARNIVAL |U: .1999 

FATAL ATTRACTION US) IS- 99 

GHOST (15l . 1*93 

*,INTFCiR RED OCTOBER |t 5> . . 1*J» 

iBJiCEN- "HOKlSA. nil 1S» 

riDIAhA JONES TEMPLE e DOOM (PQ) 1*9* 

INKS -LIVE BABY LIVE . 14** 

LIONEL RICHIE BACK. TO FRONT ...15.49 
NA*fcUGJW? 1/2(151 .. 15.94 

PATRIOT GAMEB 1 151 .. '5 99 

HAIDEHSOFTH? LOS-AAKlPOl ..I5.B9 

STAR TMK 1 JPO 19-99 

STAR "RE K "I l«l| 1»J" 

SGNG • rtN SlIMMCWERS TALES 1S99 

THEGUHL --^ "-'SS 

THE ESSENTIAL PAtfAHOl r 15*9 

THF LlNTOLlCHASLES ;PG;. . . 15.99 

TINA TURNER- LIVE KtlBO- 15.9* 

TDPOUNlPEj 1| 44 

WAVNFSAaHLun-i iS» 

WITNESS us; .— - -19.4* 



FREE PRINTER LEAD 

WITH ALL PRINTERS 
PANASONIC KXF2t23 
COLOUR PHINTCR 

2JPlhl SO COLUMN. I <i't fJPS.64LD 

T FONTS II SCAJHLEl. EXTREMELY 

OJlL'lSSPBA NOSE LEVEL. WITH 

FREE WIDWlWOrTTM WORB 

PPOCESS.OB TYEAR'rtARPANTV 

«B,« 




199.99 



CANON BJ-2DO BUBBLE JET PAINTER .. .. 
CANON EgiO-SX BUBBLE JE1 PRINTER (NEW I OW PRICE;. lflS-99 
CITIZEN ABC PRINTER WTH COLOUR KIT. 24 FIN WITH 
mE=FA«V STA.PT SOFTWARE FOR AWCA AND PC. 156.39 

CDI2EN TFWCTOH FEED KIT FOBCmiEN ABC OPlNTER 3744 

CTTTjreN SWIFT 2MC PRINT bHmiTh COLOUR KIT 24 PIN 1M.5S 
CmiEN SWIFT 2*PC PHINTER WITH COLOUR KIT. S* PIN 214.99 
CIPiEH PBINTEP OmVER KIT FOR AMIGA. SUITS ALL WORKBEP4C" 
VERSIONS =HCM " 3 10 3 J ENHANCES PRNTOUAI ITT 
FRCM CITI7EN SWIFT PHINTEPS OLrTBTANDPHS RESULTS .... 
EPSON Lfi.lBO PRINTER ?4 PIN ■ NEW LOWER PRICF ■ 

STAR WINTtPE AOOfl LASER PFMITER 

TCfJERCARTROOE FOR ST.API WlNTYPE 4000 LASER PBINT?H 
INKCAWRI0r^lEUJkCKlF0RCANONEU-1OEj(CflFLJ-inS)( .. 

ink cartridge .blacki for canon bjjoq .. . ^ - aw 

INK CARTRIDGE iBLACKl FOR E^SCN STYLUS B03 PPlNTF-l 
INK CAHTHIDGE iPAACKI FOH HP DESKJET |10PHINTEFI . ■■ 
INK CARTPIUGE .PAACKI FOR HP OESKjETjFflRTABLt PI NTrR 
PlRR"h 'SLACKI FOBCIT12IEN24. 299. 224 210 OH .ABC PBINTEH 

^BRCN BLACKI FOB CIT7FN 5- 3C OH 12CO PRINTER 

IiaBl>J : Pi-ACK: FOH EPSON L&1H) 

HftOCN :f,.ack; =l:h EPSON l-5-m PHINTER 

HIEal>llBLACK , .FCfiPANAS01Jir:KI!P=l21'A KXPJlft* 

RIBBON iBLAC-i'. FDR STAR LC 1 98 0«LC20 PHINTER 

HIBBON |BLAC*i FDRSTAP LC2W PRINTEH B.B 

HIBIUJNiLiLACKiFORSTAFLC24-»PHINTEP . . .^. 

HIBBON iCOLCVRl FOH CITIZEN B. 80.?+ 200. 224. 2»0 0R ABC 

RIBBON iCOLOURl FOR EPSON IjQ' 58 

RIBBON iCOLOUHI FOH PAT4*SCl*CK!<P2l2a4. KHP21B0 

RIBBON fCOLCURl FOH STAH LC 100 "FttNTER 

RBBON (COLOUH; FOH STAR LCKI3 PF4HTER .... 

HUNTER STAHD FOP ANY 1 PRINTED . 

PPFNTEflLEAD (PARALLEL: 1 S METHESRaR AMIGA. ST OF. "C 

PAlWTERlEAD (PARALLELj l&MFTHES FCP. AMIGA. ST OR i=C . . 

PRINTER I EAD (PARALvELl 5 METRES FOR AMIGA ST OR Ft ... 

DUST COVER FQH 90 CCUUM4 PRINTER iGLEAH PVCl 



It** 

I3T.99 
399.99 
. 59.99 



24 93 
19 99 
999 

5 49 

649 
I4.H 



. 14.99 
. 19 99 

19 99 
.. 7.99 

1199 

...7.9* 
. . T.W 

. 1944 
■UDM 

...4 99 



MEGADRIVE GAMES 

WE ONLY SELL OENUWE UK VERSlJI"* 

BUB&A tr ift* ■ 35 44 

RllRSY BOBCAT 1? 94 

. hAOSENGNE 99 93 

COMRATCARS 2299 

■■YI^MlTF HEADDY ■ 3+99 

EA SPOT'S 5<>-CE= .J P_AY£R| 36J9 
.LNGLE STflME .... 25.W 

LETHAL ENFCBOEFtj.^ll'PIGUNl 54 49 
MCDONALDS THEASORELANU 

MEGA BOMBtP MAN* 

MEOA GAMES 1 
IrtORLD CUP ITALIA "90 
COLUMNS. SUPER HANG OH) 
NORTAL HOMBAT 

•DrTTAL K0MM1 ■ ■ •**• 

W^ITANT LEAGUE FOOTR4.L I 9 b« 

NBA JAM 49.99 

PETE SAMPRAETENNS IJ-CART 

POUR PLAYER GAME J 94.99 

PG* EUROPEAN TOUR 39.99 

I'iRATFF; OF THE UARK WATEH >97 9*J 

NAGNACENTT ■ 3»B9 

FtOAD RASH 2 . . . ,19 99 

SENNA SUPEH MLXSACO 



SENSfi-E SCCCE" »99 

SENSBlE ECCCtP W\ EDHON- S444 
SNNNG FORCE ?■ . .. 3B» 

■iMMDBIl ■ -22 49 

SONIC 2 ll** 



■:n 44 

9BVM 



19 W 



SONIC 9 


43 99 


STHEEISOFRAGE : 


.39.99 


SUPER MONACGGP 




SUPER aTPEETFiGHTER 2 ■ 




A2MANIA2' . 


lil VI 


URBAN 9THIKE 


34 49 


VlRTIIA RADINB .. 


M •¥> 


WOSLP CHAWIONSHII' ;3!:CER 


■ : .-. 


H-MEN 


1999 




SUPER NES GAMES 

BOMETA., M 44 

ChOPLIFTEH 3 ■ 344* 

CLAVFIDHTERS ..4.1.4b 

",IA'l"Ei > ... 14 99 

ILK THE CAT, 34 9(1 

EBPN BjASEBALL ' 3799 

FIFA SOCCER 3i.» 

JAMMIT* ...39.99 

KC* OFF 3 41 93 

LEGEND ■ M Dl 



ILEWCfKEMIElWlTHLUJNi B4.99 

MEGA MANX 32-39 

MORTAL K0M6AT It ... . 52.39 

NBA JAM ■ 49.99 

FflJLTOUP GOLF lili-ltS 

p =ATESDF THE DARK VIATffl - 4099 

PLC*- ... 21** 

SOCK AND ROLL RACING ...... if 44 

SENSlSLf MCCEH . .33 99 

SENSIBLE i»KCER NIL EJlTDS i 34.99 

BJB*eiTY 1B-99 

5AMASHT1ENNIS* 4C.3S 

5.TAHWIN&. 19-99 

STUNT HACERFX* ■ ■■■ 41.49 

SUPER BATTUETANK 2 * .. . +199 
SlIPE^ aOMBERMAN ;4PLA^Ri3S» 

SUPER ICE MOCKEl*. +0 99 

3l,PER MAR, O KAFVT 33 99 

SLPER MEtROO *1M 

1UBN AND BURN- 1-4* 

noni r, cup uSa 84 ■ ■ w 44. 




FOH OUH FULL SELf titan 

HEASE PHONE 027« WB020* 

FOH A FMS H-fliGi 

COLOUH tftTJLLOOUS 



AVAlLAJBLE SEPT -M 
Di PLOVER WITH INTERNAJIONA"- 
'ENNS OPT-N AND C0NTFI0L PAD. LOW COST 
AlTEHNAIIVE TO ESTASI IftHED CD21D WITH FULL 
AUDIO CD AND PHOTO CD CAPABILITIES 

CDi GAMES 

TTH QUEST If MVCARTTHEOQ) -.IIS 

AllENfiATE 18.B9 

|NCA Jl.wl 

KETMER ZS.89 

UMK THE FACES OF EV>L 27 99 

M/STIC MttlWAV PHANTOM EXPRESS ■•■ Sfl -2S 

PALM FIHHINGS GOLF 31 » 

SPACE ACE (FMV CAHTREO'Dl ^|W 

TETRIS 2ZP9 

WOVEUR IRATED IBJ .. J*-» 

ZELDA.WANLIOFGAMELON ^-49 




PHILIPS PANASONIC 

CDi 450 REAL 3DO 

279.99 395.99 

AVAILABLE SEP 
WITH TOTAL ECLIPSE GAME AND ONE CONTHQL 
PAD MEW CD BASE Ii CONSOLE WITH 32 BT HlEC 
CPU, 1*.. MILLION COLOUR PALETTE. T5-B |T ^ sp 
SOU9B CHIP AND ih« RAM 1MB FWM KODAK 
PHOTO CO AND AUD-0 CC COMPATIBLE 
FMV ADAPTOR AVAILABLE SOON 

3DO GAMES 

ESCAPE FRO" MdNSTER MANOR .....34.44) 

JOHN MAODEN 3DO ».« 

PlOAORASHMO ... 3S.W 

SHF HL'DCK HOLMES ' '"SlS 

SHOCKWAVE "■SI™ 

SUPER WINO COMMANDER . ... ■ -*<.« 

tHEME RAHK . - - • -JrH 

r ijig t«. i •$** *■* 
F»HORE DETAILS CALL OUH SAJ-E9 LINES 



AMIGA CD32 

C 1 F.4SE0 CONSOLE WITH 

AlgOOH^BITPQTWEfl- 265.203 

COLOURS FROM A PALLETE 

OF 1*.7 M1UON S MB RAM. 

FAST 1iMH7(iE02D 

i'ROCE&SOR HU"S AUDIO 

CDi VIA ON SCftCEN] EHSPLAV 

ANO DIGITAL VIDEO CD 4 WITH 

OPTIONAL FMV ADAPTDH 

AMIGA CD02 SPECTACULAP- VOVAOE PACK 

rtiTHMlMQCOSM AND CHAOS EN5IN*- !»■» 

PLUS TWO PACK AVAILAESLE <JML¥ WHEN TOM BUT 
A.CD22 ELITE 2 CD ANEI TRIVIAL PURSUIT CO ... JUST APP 



2-.WJ 



COMMOCOFtE FULL MOTION VI0E0 : CO HODULE 
FOR AMIGA CD-.3? tJWS S C D-3? HWJOUB^FULL MOTION 
¥IOEO CAPAfilLlTT FOR MpVIES, MUSC ((IQEOS AND GAMFS 
THAT FEATURE FD.L MO'lON VIDEO OAM6PLAY. 

siMPLv slots into pjalw of cd-k 

' cdmmddohe 
contrdlpad 

Dynamics 

dontboapad 

^;l"| cos 



H 
11 



OAJCK.SMOTS0USDMATE I 
STEREO SPLAKEBS ;PA=,i 
FGRAWG4 CD-jiCt-.^EHSONAL 
STERFO VELUME AND BALANCE 
CONTROL BASS AND TREBLE 
BOOST. JW*+VI MUSlC 

'*' 9a SCHEENB1AU9TEREO 

SPEAKERS (PAlRi FCfi 

AMIGA. CD33 C*H 

PEHBOHALSTEHFO 

:i SKI 




SONTS«SA3ll 

PORTABLE SPEAKERS 

•WITH BUILT IN AMFLIF ER ON-DFF SWITCH 

V^' U«E CONTHDL BBMM RIAAKTEP 

SPEAKERS IDEAL FOR USE WITH WALKMA.-J 

DSCMAN. CD92 DR AMIGA M-41 

. 2-B4 

15.99 

..7 90 



HI FIAUDO LEAD AWGA.QDM.'ST TO STEREO .... 

MEDIA LIFE CD FILE DHAWFR I3CCAFAOTY i 

SC^PJEENBEAT MAINS. ALAPTQH FDR SCPtENBEAT SFEAtERS 





K240 

18.49 



AMIGA A1 200 

ALl A 12GDS INCLUDE. 
MOUSE. BUHT-IN TV MODULATOR 

£ Me, raw Expandable to 10 mb 

FAST I 4 MHt BMW PROCESSOR 

NErt AS* GflAPHlCS CHIP SET 

256.G0S SCREEN CCLOuAS FROM 1 6 7 MILLION 

J CHANNE- STEREO SOUNO 

BUILT >N FLOPPY DISK ORIVE 

BUILT IN INTERNAL HARDURIVE INTERFACE (lOEi 

AND 1 YEAR IN-HdME SERVICE WARRANTY 

AMIGA A12O0 2/0 COMBAT INNOVATIONS 
WITH WORD WOflTH 2.0 AG A DESKTOP 
PUBLISHER. PERSONAL PAINT IV AGA PRSMT 
MANAGER DAY BY DAY, TOTAL CARNAGE. 
BRWMTHELIONANDZ0OL2 JM.Cffl 

AMIGA AiaODCgWBAT INNOVATIONS PACK 

AS ABOVE WITH INTEHNAl !.S" HARD OPJIYE 

AiaCjaiD CD^ftAT , EO MR DRIVE 510 M 

A1.3M »1 M COIvBAT * I K5 MH PFTCVE 550,00 

A12M £170 COMBAT t 1 7Q MS DHIVE 590,00 

*OB A PLUS POUR ORCNAOS PACK IF *OU WISH 

fon h*hd ohive pucks Please fhone to check 

LATf STPHICE AND AVAILABIUTY 

AMIGA A 1 2nd 2,'U LEMM IMG 5 2 P ACK 
WtTH LEMMINGS 2 AND DELUXE PAINT 3 31900 

AMIGA A130D LEUIWN&S 2 PACK 

AS ABDYE WITH INTFRNAL 2 5' HARD DRIVE 

AIL'iOZM LEMMINGS * BDMBDHIVE 4(50 C-fl 

A120G2 -2C .EMMlNGS • 12U MB. DfilVfc EOD.Qn 

*v::i>:>':: EMMINQ6 + 170 MB DflrVt -ju.uu 

PRICES INCLUDE LfcWINLiS 2 AND DELUXE PAINT 3 

—VERY SPECIAL DEAL-* 

ADD A PLUS FOUR OR CHAOS PACK 

WHEN YOU BUY ANY Of THE AMIfiAK I i KTFr- 

ABOVE YOU CAN ALSO &JRCHASE ONE ,'CNLY 

ONE I OF THESE AMAZING VALUE PACKS 

PLUS FOUR PACK 

(ELITE 2. BATMAN RETURNS. LEMMINGS 2 

» CIVILISATION AQAl JUST ADD 29.99 

CHAOS PACK A 1200 

(CHAOS ENGINE. NICK FALDO GQLF, PlNfiAU. 
FANTASY 4 SYNDICATE) JUST ADD 24 39 



□U'CkShOT l JtF PyThon 
jDYSTICk FQH AMlCiA'ST 
AUTOFlRE 



CHEETAH BUG I 

J0YST7K FDR I 

AMIGA 5T I 

MlCftQSWTCHED I 

WTH AUTOFlRE I 

13.99 [ 

S&rjRPIQM PLLffi JOYSTICK FOP 
amiGa, ST arCam Style WTTH 
TuFhBO FiR£ 
1I.H 



* 



GmCK5HTTriS9F 

MAYfRlCK 1 JOYST CK 

K.iH AU :iA:-T 

AUfOFlflE 

tljpj 



A600s WHILE STOCKS LAST 

ASCO COMF*JTER WITH MOUSE BUILT in TV 

MODULATOR. 1 MB BAM EXPANDABLE ~0 10 MB 

-. I h H- : > K(: ,in:: Bu 1 - in FTjQFFT DIS K Dfl -. E 

Bui.T ininifhna. hard DRIVE INTERFACE 'IDEi 

AHO 1 TEAR IN-HOME SERVICE WARRANTY 

AMIGA MOO 1/0 WILD, WEIRD 

AND WICKED, PACK 

H.-.-I- nfnixF paint ■ ft r.mt^ rr:i:.; 

PUSH OVER AND PUTTY 11 0.W 

OR AS ABOVE WITH ASCO CHAOS PACK 
ICHAOS ENGINE. NICK FALDO GDUC PlNBALL 
FANTASY A SYNDICATE; JUST ADD . . .. 1BL» 






, 37M 



MEMORY 

5 1 EK AMIGA RAH NO CLOCK FOR ABM OH AijIKW 

51 IK AMIGA RAM ^ CLOCK FOR ASM OR AMU* 

1 MB ASM PLUS Fi4M L.PCIWOE „ COCK 

1 HBAfiCfl RAM UPGRADE * CLOC* 

<. Mr, SCUCIA UPOflADE FOH A«COH AlBM 

PlUQS DIRECTLY INTO SMART CAflDSuDT 

OMEGA FPU - 4MB RAM FDR. AMIGA AtSOfl. 
S=ECinCATQN AS FCKOMFriA RAU SLIT WITH 

AComoMj fesei floatingpoint unit for 

Wi'-iS, AND GRAPHICS ACCELERATION 

LEADS 

ANTISLnQE 4 WAY 

MULT-PLUG EXTENSION 

PRDTECTF, AGANS" 

ELFQTRICAl WFkJES 

MJtt 

ANT-SJRGE PLUG . .. 

M-Fl AUDIO LEAU ■ AMIGA CD3S. ST Td STEHEQ 

,15 METRES. 2 X FfOND PLUGE "C ! X F-CHO PLJ3S| 

CAN ALSO BE USEQ TO CONNECT ETEHEO. VlpE<0 

TO HI-FI AMD HI-FI SEPARATES TOGETHER :1 m 

JOVSTICK SPLITTER CAFJLF FDfi AMIGA OR ST 

nmWFCTS?jO*STC":STl0 1 PORT 6M 



12. SB 



RCeOSHiFT INTEftFftCE FOR AMiC* OR ST 
FVUOS MOUSE AND JOYSTICK WO ONE PORT 
PORT EXTENSION ^UAPTDfi FDR AMI&A. OH ST 
.PA'IX OF TV(OI EXTENDS- BV S1 CM 



FHtfWHEE^ STEEHINQ WHEEL 

OOMITALJ 

SUITS .MOS 1 

DRYING 

GAAiES. 

H 

Saiteh 

MEGAGRlP E 

JOYSTCK 

FOR AMIDA'ST 

AUTOF HE 

1141 




SUPER ORG- 3 P STICK 
JOYSTICK FOR AMIGA'ST. 
►•Cfl&SWITCHECI WITH 
A.J OHHF 
11.99 



BOLLISTiCK 

HAND HE.D 

MICRO- 

SWITCH60 

autofifie 

9.39 

QUICKJQY JET F»GHTER 
MIC RO-SWrrCHED 
AUTOFlRE 
11, M 



m 



KOAHXSPEEDK.IN& 
FOR AT.IlGA'ST 



AUTOFlRE 



0^, 




KOWIX SFEErMINS ANALOGUE 
STtfK FOR AMl'iA.bNAB.Eft 
iPOR'IONAL CONTROL ON 
'ABlE SOFTWARE. 
OFIRE 

14-W 



QUICKJOV FOOT PEDAL FOfl AMIGA OR ST 13.19 



ANALOGUE JOYETICK ADAPTOR FOR AMQA 
AUQWS ANV 1S-PH PC JOYSTICK TO BE USED 
•MTHOAUESTHftT FEAThPE AMlOGUt CONTROL T 

NULL MODEM CtSLE ICONNECIS 2 CCW"U- tFE 
FOH HtAD TO HEAOPLAVWG ON CERTAIN 3AMEE- 
SUCF AS POPULOUS, FALEON, lUNIjSFrSOF THE SKY 
FCPMULA I EF4AM5 ORIX AMD W%X>M| 9 

PHINTER LEAD IPARALLELI l 5 METRES 

SCAflT LEAD AMGA CD33 TO TVWlTM SC.0RT INPUT 
REQUIRE* TV WITH MANUAL SCAR'CHAUNF. 

SCART LEAD ■ AMS3A TO QD_D5 _ iR TV a 

SCAHT LEAD- AM.JA TO PHILIPS TV 9 

SCART LEAD- AMflA TO SAM5HJN0 1 

SC.AFfTIFAO-AMiOATDSONV ,r V H 
SCASfT LEAD-A*ACAT£.-OSHiBAWT( 1 CMI 1: 
SCAHT LEAD -AMIGA TO '•v WITH SCART |N«UT.. ..$ 

TV|.EAU-AUiGACO-12TOSVMSTVL»YlC€0 ....» 

MClNi'flF LEA5 - CHta TO CM»M 1»iS . t 

MONITOR LEAO-AMOA TO CUBJ1 l(*«S . ,..,J 
EYDEC AMIGA POWER SUPPLY iSPEClAl 

50OI RUNNING THAhSFORLiER i 



31 t 



COMPUTER CARE 

LEANING KIT FDR COMPUTERS |WITH VACUUM' 1 ,' I'ri 
3JS T COYEH FORM OCLIjMN PRINTER- T:i FARi 4 M) 
Z:)5~ r.^,VFR FOR AUW ,Cl FAR PVCl -1 W 

DUST COVFR FOR ***' iCi F.AH PVC| J M 

3U3T«JVERFOR4i»ORATAFilST;CLEAiRPVC) AM 

^.•EiT-r/V.-FFl FOR MONITOR iC.CARrVCl IM 

UCK,-5EN(j|Jff|HANI>YPL*OET3STOnEvOUlfl 1 Bk)SEl 4.4B 

COMTflOL CENTFfES 

3 RE«,ER,_fJ,. CENTHE FOR AM,".* 
STRONG 'JM ■■'FHSA, STAND FOfl COMPUTER. 
MONTIOR STANO AND SHELF FOR E»TEflNAt 
PEA*«PalS CCmCS FlaT PaOKIdi m.wj 

PMEMtHUN ;jtNIHEF>.LlSFi!H AMIGA. 
11-- Hi _!:NGTH VERSION FOH OVERDRIVE 
AN3C--HE^=ERIPHER4LS -.' V, 

DlGITISERS SAMPLERS SCANNERS 

ILiUNUSOUHU ' JHBO 2 SUUNC-SAMF-.tF 
Hb',L " hm SPECIAL EFFECTS. WORKS WITH ANY 

-WICiA 1MB HAM REQUIRED 2999 

V1DEOUA3TEH FOH ASCflCflASW* COMSINen 

VIDEO OKimSFR ANn AJfJIOSAlWLEH H M61 . *»» 

rmGHM-Qi SCANNER FOR Ant AMIGA 
ldMOODPI WON OUALlTv RESOLUTION. H 
SIMULATED SfllYSCAUES. INCLUDES OAATASCAN 
PROFESSIONAL SOUWARt . . .96.39 



amiIia A-i,:rHi-ii:ni i^unliii, * my, wfj i. 3irAM,:AULL 
TO 16NIB il- M=.!C= HARD DRIVE NEW Af.A CHIPSET 
3GS0OC COLCORSON SCREEN FRCU PAlETTEOF 
16 7 PILLION WITH DEUJJIE PNNT IVAGA 
WOHLHYOPTH 2 «GA 1 DIGITA FRiMT MANAGER 

-v-i :.r-. 'J~\ •^AHHA'-Jiv 973,99 



OVERDRIVE V.3 HIGH SPEED HARD 
DRIVES FOR AMIGA A12O0 

'THE FASTEST DRIVE EVER REVIFWED BY CU - 

i 5-" QUALITY IDE H.AH5 DRIVE. AVERAGE 
ACCE&5 T:MiT lWS. STv L EOTO MATCH AMILiA 
EASY INSTALLATION - "LUG? INTO °CMCIA SLOT 
AQ TOOLS AND 1 YEAR WARRANTY 
DCCS NOT INVALIDATE WARRANTY 
OVERDRIVE V.3 1 70 MB EXTERNAL HARO DRIVE FOP, AMIGA A 1J0Q 3Sft » 

OVERDRIVE V.3 Sid MB EXTERNA. HARD DRIVE FOR AMIGA AVW Wft SB 

OVERDRIVE V 3 HO MB EXTERNAL HARD DRIVE FOR AMIGA A12DD 355 f g 

OVERORlVg V 3 34(1 MB EXTERNAL HARD DRIVE FOR AMIGA A12D0 2HS.9f 

OVERDRIVE V.3 4M MB EKTbHNAi. HARR OHIVE FQH AMIGA A12D0 . . JJ3 -3B 

INTERNAL HARD DRIVES FOR AMIGA A1SO0 A MM 

HARD DHIVEfi- HIGH 5PEEO J 5" D«llVf I £ MS ACCFSS TlMg ;APPRO)!l 
' YEAR WAHHANTY KIT COMPLETE AND EASY TQ FIT DHlVES FULLY PP.tp'Atffc.D 

hOTE THAT OFENNG YOUR AMIGA MAY INVALIDATE THE WftRftAN" T T 
64 MB NTERNAL HARD DRIVE EK CACHE iCONNERl FOR AMIGA A l KM 1 J5.96 
64 MB INTERNAL HARD DRIVE 3£K CACHE ICONNERl FOfl AMiGa afjm 1 S5.W 

BU MB IN f bKlvAL HARD DRIVE 6*K CACHE | IBMl FOH AMIG A Al 2M' 1 49.99 

SO MB INTERNAL HARD DRIVE S4K CACHE I IBM i FOH AMIOA ASOO 143.99. 

IK) MB INTERNAL HARD DRIVE S4K CaChE iAREAli FOft AMlCiA AFjM 1M.W 

I K) MB INTERNAL HARD DRIVE MK CACHE lAREAL) FOR AMIGA AUOg I fi^ M 



ALFA 

MEGAMOugE 4«1 

COJR AMIGA OR ST. 

ACO DPI, HIGH 

OUALrTY MOUSE 

ijM 



o 



MOUSE MAT .vrh 
£PONSfc BACMM0 

4.99 



E KLIPSE MOUSE. 

MICROSW1TCHED 

MO DPI FOR 

AMIGA 

ISM 






OVERDRIVE CD ROM FOR A120 

EXTERNAL CD ROM DRIVE COMPLETE WI1H INItPFACF 

(PLUGS INTO PCMCIA PORTi. RUNS MOST EXlSlTlNGCO-32 

SOFTV/ARE. PHO'O-CO. CD AUDfO AND CO.G DISCS. 

DOUBLE SPEED MULTI-SESSION DRIVE UNfTWITH 

MOTDHISED TRAY LOAONG EXTERNAL POWER SUPPLY 

ALSO INCLUDED AMIGA AND CD AL'D O CAN DC Wf-'.Z lOJI flQ 

! YEAH WARRANTY IQIpTT 

THE WORLD'S FIRST PCMCIA SLOT 
CD ROM DRIVE FOR THE AMIGA A 1200. 



from 



£4.00 



1 7A* 5toW GLd i 



READ Special Reserve Magazine 

■ ? 46 Fagje Cotour club magEizine san-1 bi-mon1Wy [cineniOers 

CHOOSE from our Huge Selection 

From leads :a PC's and 1hou$Einci9 or games 1gy all (onriMS 

BUY at Best Possible Prices 

Just one purchase will normally save you 1ne cast ol Joining 

< SAVE with our Special Deals 

Always nundwds of S»p»Ci«l Flaserve OI*Br5 on TOP products 

31 SAVE MOM with our XS Coupons 

Money -otf coupons *nrtr ow 1 1 80 8 v**' of classic games 
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Anybody can enter. Anybody can WINf i 
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tlo. I know what 
you're thinking: 
"Judging by the way 
Simon 'edits' that so -called 
magazine, he's got to be a 
bit of a know-nothing. And 
he's bald. And thick, o* 
course." Well, up until a few 
days ago, I would have agreed with you all, but 
thanks to a revolutionary new exam I've been 
confirmed as the country's joint seventh best pro- 
grammer — beating Jools, the coder of Cannon 
Fodder, hands-down. You can read more about 
me being great in our fascinating Who's the 
Brainiest Programmer?' feature which kicks off 
on page 21, 

Actually, I'll be interested to find out what the 
rest of the magazine turns out like because I'm 
off on holiday (at last*). I've cleverly timed it so 
that I'm absent for the most hectic part of the 
schedule — so Andy has to do all the work. Not 
only does this mean that things are easier for me, 
but any cock-ups can be blamed on him. 

So I'll apologise now for any mistakes. They 
had nuffing to do with me. Honest. 

Simon Byron, Editor 



4 CONTENTS 

If you look in the panel to your left you'll notice 
that there's a disclaimer which enables us to say 
anything we want without it actually being true. So 
let's liven the contents page up and fib a little. 
Remember: we can't be held responsible for any 
errors in the magazine. Sorry. 

6 BOOT SECTOR 

This month's nude playmate is gorgeous Matt 
from Farringdon. Special gatefold 
edition — not to be missed, ladies 

10 NEWS 

We've managed to travel for- 
ward in time and obtain the 
winners of the next seven Grand 
Nationals. Read our tips and rake 
in a fortune. 

16 LETTERS 

The sender of every single letter printed this 
month wins a splendid CD32, complete with 
every game ever released for it. 

18 WIN A MILLION POUNDS! 

Enter our brilliant competition and you'll never 
have to worry about paying household bills again. 



21 YOUR STARTER FOR TEN... 

It's the offer of the century! Ten money-off vouch- 
ers for the country's finest eateries! With FREE BEER 
FOR EVER! 

26 CHAOS THEORIES 

We show you how to make dinosaurs just like in 
Jurassic Park. Warning: contains small parts. Not 
suitable for children under three. 

29 WORK IN PROGRESS 

We're giving away thousands of tickets to see 
Amie's new film True Lies. Find out how to claim on 
page 33. 

45 REVIEWS 

We guarantee that our reviews are the funniest 
you'll ever come across. In the ever- so- unlikely 
event that you disagree, we'll pay off your 
mortgage or, if you're a first-time buyer, give you 
£70,000, tax-free! 

68 REPLAYS 

We all really like Andy. 

70 WIN A TRIP TO THE MOON! 

Don't say we're not innovative. On page 70 of this 
magazine you'll find the world's first pop-up com- 
petition. Stand well back, though... 



r- CYBERWAR ....30 

SCI's first CD 3 2 release is already looking so great 

that Mart's eyes rolled into the back of his head 

and he started frothing at the mouth. 

If you want to read this EXCLUSIVE 

Work in Progress then sunglasses 

are advised.,. 









UNIVERSE 46 

If this issue contained articles on 'Life' and 'Everything" then we'd be able to 
make a corking Douglas Adams gag. Except, of course, we wouldn't. 
Anyway, read this review of Core's latest adventure. 




72 KILL ZONE 

We definitely didn't copy these tips out of any 
other Amiga magazine. Nope — we had to add dif- 
ferent intros and include some typographical errors. 
It's bloody hard work, I can tell you, 

84 FINAL SCORE 

You've won £1000! Yes — you! This competition 
has been the easiest to oversee and we'll be really 
sorry to see the back of it. No, really. 



— KING OF 

THIEVES 

38 

Yes — another WORLD 
EXCLUSIVE! Read all 
about Team 17's most 
ambitious project yet in 
the first of our fab in- 
depth reports. 
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LITIL DIVIL 
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OUT TO LUNCH 



PINKIE 



SOCCER STAR 



SPHERICAL WORLDS 



STREET FIGHTER 3 



SUPER LQOPZ 



UNIVERSE 



VALHALLA 



REVIEW 



REVIEW 
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REVIEW 
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REVIEW 
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REVIEW 



WEMBLEY INT. SOCC. A1200 REVIEW 
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ZONE 

We're all really interested in what Matt has to say 
about a load of crap games you can pick up on the 
cheap. Go on, /Watty, tell us more... 

91 BACK ISSUES 

Think about it: if we sold enough copies in the first 
place we wouldn't need to try and flog off out-of- 
date issues for more money, would we? 

92 SUBSCRIBE 

Subscribing is a really good idea. 

94 RECOMMENDED 

The most interesting part of the mag — the 40 
best games from the last 12 months lined up in an 
informative and never tiresome grid arrangement. 

98 NEXT MONTH 

Next month we'll be giving away two commercial 
games: Cannon Fodder 2 and Sensible World of 
Soccer. Can you wait? 



ON THE COVERDISKS ., 





RUFF " ,f 

Renegade 

Ruff n' Tumble — a smart 
name for a smart game 
(dodgy intro #207*. No seri- 
ously, this is a corking platformer 
(see Simon's 91 percent review last 
month if you don't believe me) and 
blow me down if we don't have a 
super 'n* special one level demo just 
for you. Aren't we the best ever? 

I J 5 pose you want to know how to 
play this revealing little number 
(that's if you haven't gone and 
played the demo already) so what's 



LOADING YOUR DISKS 

1 Take me, take me, baby baby 
bake me. Oh yes, and the disk. 
2, In a ragamuffin styley, insert 
the disk into your disk drive, 
3 Shaking your funky stuff, care- 
fully select the demo of your 
choice, using either the function 
keys or the mouse. 
4. Oh la la, if it isn't just about the 
best blummin' demo you've ever 
seen, On this mag. This month. 



r 



Fire/with 

rections to 
shoot around 

■tuff V 



4 Jump 







Duck 




to tell? Well, basi- 
cally the controls 
are the same as any 
other platformular 
romp, with you running around and 
shooting the hell out of any robots 
you happen to see You've got a jolly 
nice big gun, and if you man 
age to collect the little 
icon thingies dotted 
around the level, you 
can also get yourself 
laser and some 
huge big explo- 
sion-type rocket 
jobs. Collecting the 
P' bonuses gives 
your weapon more 
power, but most 
importantly you need 
to collect all the mar- 
bles you'll see scattered 
about the place. There are 
three different colours to collect and 
you'll need all of these (indicated by 
the percentage meters in the top 
right) before the door to the levels 
exit will open. 

Now, let me tell you something 
about the little darling you have dan- 
gling all sex- 1 ike by your side (that's 
your gun, I assume? — Simon). Press- 
ing fire obviously shoots a single bul- 
let, but hold down the fire button 
and you'll let rip with oodles of hot 
steaming lead- And if you move the 
joystick to any of the eight directions 
while holding fire, you can shoot any 
of the nasty baddies which come at 
you diagonally, as we!l as those 
above and below you 

At the top of the screen, the infor- 
mation panel shows the number of 
lives you have remaining, the num- 



collected, and 

the current 

weapon with its 

power meter. Your 



He's Buff, He tumbles, hE tumbles while still remain- 
ing Huff. As far as niff tumbling goes - he is, tr- it. 
ber of coins things (do you always have to be so 
technical? — Simon) your position 
will be saved, allowing you to 
restart from, er .. thence, should 
vou suffer one of the tragic acci- 
energy displayed as dents that are bound to occur, 
hearts, is shown next You'll also find keys scattered 
(these start at three with a maximum around the place. If you collect 
f five to be collected) The last thing these little beauties and run past a 
shown is the marble meter' which lock, they will either make a large 
weCe already dealt with. force-field disappear, thus enlarg- 

What with this being such a skill ing the area o play by revealing 
game an all. you'll need every chunk new roomsVplatforms/places. or cre- 
of energy and, er... lump of life rte.iortof force-f.eld-.n-the-form- 
gtung - so you'll no doubt want to of-a-platform which w.ll allow you 
Lwhawto gain some extras. Well, to reach those hard-to-access 
there are a couple of bonus lives dot- places. Useful eh? 
ted around the level, shown as Ruff Oh yes, and I nearly forgot do- 
heads, while collecting 100 coins will it-yourself ladders. ^f^T^J* 
also give you another. It's worth not- encounter a dead-end with a Ittle 
ing that the more dab-handed blue thing on the floor that s all 
among you, ie those who can shoot pointy and has another thing next 
tons of tin-heads in a short amount to it, (That's quite enough tech ro- 



of time, the coins will actually 
become pick-up icons. Tres handy, I 
trust you'll agree- 

It's worth mentioning that if you 



speak, thankyou — Simon). Jump- 
ing on the aforementioned equip- 
ment will make a ladder grow, as if 
by magic, enabling you to reach 



jump onto the sort of stripy pillar new heights of pleasure 




lere's a starman waiting in the sky, he'd like to come and meet us, but he thinks he 
iw our minds. There are also a large number of stunning demos waiting on the 
rer r and though Matt Broughton won't blow your mind, he's jolly good with his 
~ds. Allegedly. 

RUFF 'N' TUMBLE -^ DRAGONSTONE 
Renegade KM Core Design 



Di 



UTTY SQUAD 
stem 



LOADING 

PUTTY SQUAD 

You will actually need both disk 
A and B to play all the levels in 
Putty Squad, so when it asks for 
the second disk, just chuck in your 
other dir 1 - 



HELP! 

As you may have gathered, 
there's a ton of stuff in Putty 
Squad, so just to give you a head 
start here's a list of some of the 
things you'll come across and 
what they do. 



'P' icon 

Summons your space pod down. 
This can be used for as long as 
you have energy. To leave the pod 
hold down fire. If you have Nitro, 
you can drop bombs while flying 
by tapping fire. 

Cheese 

This teleports you to other 

on the level. 

Nttro 

Collect this blue jar to giv 
bombs galore, 

Glasses 

These X-Ray specs allow yo 

see where hidden bonus rp 

are, Just enter these rooms by 

pressing up and fire, then « u - 

the defecting Gl Pups for e 

stars. 

Shield 

As the name would sugges 

shields you for a limited an _ 

of time 

Catfood 

Dropping this will call your mate 

Oweezil, who Can he hit and 

bounced on for extra height, or 

allowed to kick you thus leaving 

big bomb (God, thi 

game — H 

Spring 

Er... a spring, 

Music Note 

This calls ir 

amazing turn tables. Needless to 

say, everybody gets down when 

Uncle Ted's around ! 



PUTTY SQUAD 



System 3 



Well, what can. I say about 
Putty Squad! ( reviewed it 
last month and loved it to 
bits — and now you can have a bash 
too. The idea in our enormous eight 
level demo is the same as in the full 
game. There are a number of MlAs 
(Missing In Action — acronym fans) 
to be found and absorbed by pulling 
yourself down into a 'puddle', and 
letting the aforementioned red MIA 
Putties melt into you (which is also 
how you collect items). 

As well as being able to jump, 
stretch and bounce around the 
place, you can select items that have 
been absorbed, and use them to 
set bombs, wear disguises, tele 
port and, oh, well... tons of 
things really. [Just read last 
month's enormous box out 
for more!) 

As you gloop through 
the levels, you'll come 
across large green crates 
which, when punched, 
release a whole host of 
gorgeous goodies. You 
generally get some hit-point 
restoring food to absorb, and 
probably a toy or two as well 
Make the most out of these. You 
also need to spend some time col- 
lecting stars, because more stars 
equals bigger and better powers. 
In the top right you can see your 
energy level, shown by a number of 




Punch/With 
direction to 


Jump/With fire 
to stretch 


stretch/Select 
itemwbjle 4 
• melted ""^ax^a-J 


up/Jiggle rapidly 
to inflate 


n 


1 Run 


Run L J 


right' 


left/With 1 


1 With 


fire to ^^ 


1 fire tD 


stretch/ 1 


1 stretch/ 
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coloured 
dots. Each of 
these can take a certain amount of 
damage before losing colour. Once 
blank, you move on to the next dot, 
and when they're all gone you lose 
a life — pretty simple, really. 

Most of the pick-ups can be used 
without limit, but some — such as 
the space pod — are actually pow- 
ered by your energy, so don't go too 
mad or you'll lose a life for your sins 
(the same applies to Putty's 'inflate' 
power too). 

There's a hell of a lot to do in our 
enormous eight level demo (did I tell 
you that there were eight levels?) 
and you'll need to avoid as many of 
the strange and interesting baddies 
as possible — although some will 
actually help you. If you come across 
the little Firework Sprites (red chaps 



with big rockets) for example, you 
can absorb them and then re-mould 
yourself into their shape, awarding 
you with a rocket just as big' 

Some of the MIAs are actually 
trapped in sandbag/wire fortifica- 
tions and need to be released using 
either the Nitro or the Firework 
Sprite (all this wilt be a lot clearer 
when you come to play, believe me!) 
but most of them are just hidden 
away on the level. 

Once you've collected all of the 
MIAs, a door will appear to take you 
off the level, along with two huge 
hands showing you the way to the 
exit (which can be entered by press- 
ing up and fire). Oh God, there real- 
ly is just too much to explain, so 
please go and have ago— you'll 
have a stunning time! And 
that's no word of a lie! 





HOOPS! 

to the large number 

> up like a git. If you're unlucky enough to get one of -these, pie 

,pt our humble apologies, but PLEASE DON'T SEND THEM TO 

•ad, send then to this address with a 5AE for 28p; 

ie One Coverdisk Returns, 

iskxpress, Unit 7, Willow Court, Bourton Industrial Park, 

ourton-On-The-Water ( Gloucestershire GL54 2HQ 

nee you've done this, count to a very big number and wait u 

r replacement disk arrives. If you think that your problems can 

ed down the phone, call the Diskless helpline on (0451) 81 n ; 

veen tOam and 5pm on weekdays, Roxanne, you don't have to 

he red light. Roxanne, you don't have to put on the red light 
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DRACONSTONE 



Core Design 

Yes, from the people that 
brought you Heimdali 1, 
Heimdatl 2, Darkmere, Ban- 
shee and, er... tons of other brill 
things, comes this rather chunky lit- 
tle plate of devilled kidneys by the 
name of Dragonstone As you may 
have gathered from the game's title, 
it's a bit of an heroic saga, complete 
with muscle-bound men, nasty crea- 
tures from hell, and bloody great big 
swords all round. 

This may only be a taster, but 
what a taster! I've been playing it all 
morning and I can guarantee that 
it'll keep you going for a fair old 
while (and, I might venture, no mis- 



DIGGER 

Damn, It seems that a few grem- 
lins got into last month's 
coverdisks and erased the Digger 
'Read Me' files. Digger is Share- 
ware, and if you would like a 
supercharged version of the 
game, you can register by sending 
£5 (UK) to; Justin Leek, 25 Faun- 
tains Close Whitby, North York- 
shire Y21 US Sorry about that- 




takin), The demo has 
everything really; a 
fair selection of mon- 
sters to get your 
sword into, a few old people 
to patronise in a slow and extreme- 
ly LOUD voice, not to mention a 
damn fine selection of quests and 
puzzles to scramble your cerebral 
eggs. On toast. 

For most of the time you just 
need to worry about wandering 
around slashing things with your 
sword (or shooting bolts by holding 
down fire until powered 
up). But, should you 
come across some 
interesting area on 
the landscape, or 
perhaps some , 
old person to 
knock out of 
your way, just 
tappity-tap 
your space bar 
and enter the 




menu screen 
From here you can 
examine either items 
held (by highlighting the 








Cauldron, cloak, broadsword, primitive hearth, goblets, pewter, and. 
«r, a nice IS century grandfather dock? Hang on.,. 



Lost! Amusing 
caption far RPG 
game. Answers 
to the name of 
'Mr Frisky'. Sub- 
stantial Reward. 

bottom windows) 
or the outside world 
(by highlighting the 
top picture). You can also 
use items and initiate conversa- 
tions from here. Just select exit to 
jump back to the action. 

As well as the wandering mon- 
sters, you need to watch out for 
those spitting gits and the aggressive 
plants that open up and shoot pips 
at you. These plants can be killed 
with a few hefty blows, and in fact at 
one point in the quest you will actu- 
ally NEED to kill one (just a slight hint 
there, really). 

It's worth giving you a few point- 
ers, because this isn't exactly the sim- 
plest of quests: 

1 , Like Stonehenge, rings of stone 
carry magical energy, and are always 
worth a quick look (hmmm). 

2. Look for changes in the level of 
tree tops, as this often shows a hid- 
den passageway (double hmmm). 

Anyway, that's enough spoiling 
your fun — grab your party pants 
and let's get it on! 



FIRE Tap to use 
sword/Hold 
dawn to power 
up shots/Select 
whileHp 



UP Walk 




up 



RIGHT 

Walk 

right/ 

Menu 

right 



DOWN Walk down/Menu down 



OTHER CONTROLS Space Bar to 
enter the menu system 



The Small Print 8 it. 

\~ Whilst we here at The One 
make every effort to check the 
coverdisks for all known viruses, 
we can accept no responsibility 
for damage caused by viruses 
which may have escaped our 
attention. 

2, The One and its retaiiers are not 
liable for any unnotified changes 
to the contents of the coverdisks 
which may occur. 




ALIENS HAVE INVADED YOUR WORLO...GO MAKE 'EM REGRET IT! 
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Take a classic arcade game. Add a whole heap of seasoning in the form of stylish, 

state-of-the-art graphics and four MASSIVE levels of up-to-date action. Stir in an 

Alternative Dimension, exquisitely evil aliens and a heavy-sprinkling of mucho-big 

guns 'n' ; power- propped planes. Leave to simmer on an incandescent heat and wait for 

the best BLAST in light years. 



TOP DOWN VERTICALLY SCROLLING VIEW! 
DIFFICULTY LEVELS! FULLY ROTATING RAY-TRACED ENEMIES! 

Available on: Amiga 1200 and Amiga CD32 
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Banshee © Core Design Limited. All Rights Reserved, 

55 Ashbourne Road Derby DE22 3FS Telephone (0332) 297797 Facsimile (0332) 381511 
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et ready for Commodore UK 
to rule the world! Of Amiga 
that is. The latest rumour 
coming from those close to the 
company's Maidenhead HQ is that 
Commodore could be saved by its 
own UK management. 

Joint MDs David Pleasante and 
Colin Pro ud foot have confirmed 
that there are moves afoot for a 
management buyout" (MBO) This 
is the term used when a company's 
top brass find big money from the 
City to finance a takeover of their 
own organisation 

The source of the cash is unclear 

at present, but Commodore UK 

K is believed to have been part- 

1 nered in its bid by Commodore 



Canada along with the research and 
development operation in the US. 

Mow Pleasance et a/ need to per- 
suade the creditors — to whom mil- 
lions are owed — that they are 
savvy enough to steer Commodore 
back into profit. That's despite dis- 
appointing sales of the CD 32, some 
fall in software support and a sum- 
mer of complete inactivity, In their 
favour they can say that the Amiga 
brand ha* incredible strength, that 
the UK is still the stronghold of the 
Amiga and that it was the US which 
bled the company dry. In fact Amer- 
ican Mehdi All, the president of the 
company has been 'released'. He's 
an ex-president. 

If the MBO succeeds then Com- 



modore will be run from the UK, 
which would, in turn, fund the US 
R&D plant. 

Although the MBO is now run- 
ning favourite to take over the com- 
pany, observers believe Samsung is 
still interested. A creditors' meeting 
in the middle of July failed to 
decide anything, 

For the last three months we've 
reported that Commodore's future 
is to be resolved "any day now," 
and we've been gloriously, fabu- 
lously wrong every time. So this 
time we're not giving any hints at 
all, And we're hoping that, with a 
bit of sod's law, everything Will be 
sorted out because The One kept its 
gob shut for a month. 




A12Q0 pound minky what* war 
heading Straight for the dinghy! 
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...BUT NOT 
BEFORE THE 

MACHINES 

RUN OUT 

There'll be a blank space in 
your local computer store 
where the Ami gas used to be. 
come this October. 

Commodore says that stocks will 
run dry at the end of September, 
even if the future of the company is 
quickly resolved. 

David Pleasance said: "We're try- 
ing to put the Amiga in probably the 
best position it's ever had. If this bid 
is successful then we believe there 
could be new bundles here by the 
first week in November. 

"There's enough product already 
in retail to last until the end of 
September — which means there will 
probably be about a month when 
there's no stock around," 

Commodore has been running on 
empty since the international com- 
pany went into liquidation on April 
29. Because Commodore UK is a sub- 
sidiary, it has been able to continue 
trading as normal. Except, of course, 
that tbe international company runs 
the manufacturing plants, so no new 
Amigas have been made. 

If Commodore UK takes control it 
will bring out the traditional winter 
bundle, and rumours suggest it 
might even develop a new machine 
— most likely an A1200 with CD 
drive — for some time next year. 
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v*>r at Maxis life is 
cheap — or ft will be 
in a few days, at least, 
when Collection 7 Sim Classics 
is released, 

The pack contains SimCity 
Classic, Sim Life and Sim An t all 
for f34.99. It's Maxis' first foray 
into the budget market. To mark 
the occasion it has produced a 
package which includes a signed 
certificate of authenticity, 

If you've already got one of 
these games, have no fear. They 
will all be available individually a 
mid-price in September, along with 
A Train and Sim Earth, They'll set 
you back £1 3.99 each, Maxis is also 
busy developing two games aimed 
at the younger player, called Sim- 
Tower and SimTown. Don't get too 
excited, though — there are no 
plans for Amiga ports yet. 
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Sim pu(l,„ Simon met 
a p>e-man going to the fair? 
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n a move that even 
Kenny Dalglish couldn't 
match, every professional foot- 
baller in the country has signed up with Krisali 

The soccer-mad software company has negotiated a licensing 
deal with the players' union, the PFA, to use the names of all its mem- 
bers and its "properties". 

The first game will be based on such a property — to be called Player 
Of The Year. Released early next year it will involve the gamer taking 
responsibility for the career of a PFA player. The game is obviously still in 
the development stages, but it may include clips from PFA videos such 
as Football In The Community. 

In fact this PFA initiative, which has 250,000 participants, could become 
a key part of the promotions for the game. 

Krisalis remains committed to the Amiga. This game, like Manchester 
United and Soccer Kid, will come out on both floppy and CD32. 



STREETFIGHTER 
IS JUST CO 

eat em up classic Streetfighter II is 
preparing for a comeback — as a comic 
book. The imaginativeJy-titSed Street- 
fighter fl comic is the first to be launched by 

Manga Publishing, an offshoot of the team 

which punts out the Anime videos like Leg 

end of The Overfiend and Akira. 

The comic brings to life E Honda, Ken and 

the other members of planet Streetfighter. 

All drawings are by Masaomi Kanzaki 

whose other work includes Xenon. (Is that 

right? — Andy). 

Each issue wili cost 95p, and feature 32 

colour pages with a pull-out poster, And, 

to cap it all, the first comes complete 

with a free pack of stickers. Hurrah! 



* A WILL 

I ime is running short as 

The One prepares to 

bare all in public at 

Live 94- Well all be there as 

part of the EMAP Images 

arcade, where serious games 

, fans tan take part in ques- 

L tions and answers sessions 

I with EMAP editors, battle 

it out for stonking prizes and 

contest thorny games challenges. 

We may even chuck a few freebies 

J in if you're good (or, of course, if 

you buy us a few drinks, should you 

see us in the bar. There's bound to 

■ be a bar). 

7 Live '94 is the UK's only con- 
sumer electronics show, and 
it's d huge affair. Aside from 
the games industry {and all the 
big boys will be there) you can 
size up the latest developments 
in TV, hi-fi, cameras, computers, 
and, er, lots of other hi-tech stuff, 
probably. And if you're more than 
' just a browser you can talk turkey 
I at seminars arranged to discuss 

electronics hobbies. 
) The whole shebang takes place 
I between September 20 and 
September 25 at Earls Court in Lon- 
don, Commodore is still scheduled 



E THERE 

YOU? 

to be a prime exhibitor, although 
this will almost certainly depend on 
the outcome of the current 
takeover battle, (But we hope 
they're there, of course. Does any- 
body remember those women 
dressed in gold lame jump suits at 
the CD32 launch? Blimey). 

Anyway, come down and have a 
gander, as they say. Even if Com- 
modore don't turn up we'll toe 
there, and Capital Radio will toe 
broadcasting live — so it will be fas- 
cinating to compare the latest tech- 
nology with ancient DJs in dodgy 
trousers, of course- 
Following the eye-popping suc- 
cess of last year's show, the organ- 
isers expect to pull in around 
200,000 visitors- So book now, you 
daft peasants (that's a bit strong, 
isn't it? These are our beloved read- 
ers, you know — Andy), 

Admission prices are £4 for 
adults on a weekday, £7 on a week- 
end. Kids pay £3, but they must be 
accompanied by an adult- A family 
ticket for two adults and three kids 
will cost £16. 

All tickets can be booked on a 
special hotline number which is 
0891 500103- Ithankyou. 



Earls Court them dang hippy-long-hairi, and now he's * gonna lynch 
I cm BiityJoe! 




Streetfighter II. 



base, t'm making my 

final approach... 
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SIX OF THE 
BEST FROM 



Jungle Strike heads a batch of 
six massive console titles to be 
developed by Ocean Software 
for release on Amiga in October. 
Wahay, hay! 

Ocean has acquired the games 
from Electronic Arts as part of a 
deal which also saw all EA's forth- 
coming SNES titles go Ocean's way, 

The six games are: 

Jungle Strike — a worthy sequel 
to the classic Desert Strike, Jungle 
Strike has been in the console chart 
for yonks now. 

Skitchin' just released on the 
Mega Drive, Skitchin' could be 
described as Road Rash 2 on skates. 
The idea is to progress through to 
the finish by grabbing the bumpers 
of passing cars, dodging obstacles, 
clobbering opponents and negoti- 
ating ramps. 

Shaq Fu — basketball. Big fella. 
Coke advert. Enormous trainers. We 
can only be talking about Shaq, 
sports megastar. But the lofty one 
is not just a basketball player, he's 
also a bit handy in the martial arts 
department (just above haberdash- 
ery, on the left). This game, which is 
also on the Mega Drive, is a beat- 
em-up based around one very nice 
and extremely rich bloke. 

PGA Euro Golf — the latest in the 
classic PGA series, featuring cours- 
es based on the real European cir- 
cuit, and a version of the Canon 




We... Stan Webbs 
Chicken Shack? 



shoot-out 
mini tourna- 
ment, 

NHL 95 — 
it seems 

incredible to 
take in, but 
NHL 95 would 
appear to be the 
sequel to NHL 93 and 
NHL 94. Really? Seriously, 
if there are enough new innova- 
tions, and the same bask high stan- 
dard of the first two, then this could 
be a classic hockey sim. 

Mutant League Hockey — take 
the violent flipside of the above 
(that's ice hockey, fact-fans — 
which is already quite violent, not 
the girls' game) and you've got 
Mutant League Hockey. 

According to Ocean the deal rein- 
forces the company's commitment 
to the Amiga. Sales director Paul 
Patterson said: "This is a great line- 
up of products, and certainly a 
good deal for all existing and new 
Amiga and CD32 owners. We 
believe it's important to send a clear 
message to the Amiga public that 
we will continue to support them 
with new and exciting products for 
so long as the market remains 
active." Thanks, mate. 



© 




Shakatak... run, sea, sand and crap hairdos. 



Cannon Fodder... a firm favourite with I 
servicemen. Or not, as the case may be. 

ames have ceased to be the enemy of civilisa- 
tion as we know it, says a new report. Well, it 
doesn't actually say that, but it does say that 
39 percent of people think games are "good for introducing 
children to new technology" compared with just IS percent who 
think they are "too violent". A healthy 29 percent even say they are "good 
fun for all the family." Bit hard to believe, that one. When's the last time 
your mum finished Cannon Fodder? 

The report, intriguingly titled Computer And Video Games, comes from 
specialist research agency Mintel. The company asked people the same 
questions back in 1991, when games were really starting to boom, and 
compared the two sets of answers. 

It's amazing how nice everyone is being about games all of a sudden 
— even all the tabloid -style stuff about health dangers and the like come 
well down the list. The biggest downer for people 1 is that games are too 
addictive (46 percent) and too expensive (44 percent). Well, they 
shouldn't buy consoles then, should they? 



THIS 
MONTH IN 

'WOULDN'T GIVE US 

A TENNER NOT TO 

PRINT THIS 

EMBARRASSING 

MOMENT FROM OUR 

FILES... 
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Left to right: Sensible'* Chris 
Yates, Martin Gal way and Jon 
Hare in early chunky sweater '0, 

when I set sail from Liverpool 

never to return '-type fiasco. 
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A dramatic new version of 
Mind scape' s Mega Race. 
which jolts a specially- 
designed control system when the 
game gets rough, is being devel- 
oped for CD32. 

Mindscape has teamed up with 
peripheral maker Logitech to incor- 
porate the new control system — 
called The Cyberm an — into its 
highly-rated futuristic racing/com- 
bat game. 

The Cyberman attaches to the 
games machine and delivers dimen- 
sional control (previously only pos- 
sible with keyboard and joystick at 
the same time), not to mention the 
rather strange-sounding "rattle and 
roll effect." 

The game is already out on CD- 
ROM, and will be released for CD32 
in December. The current price is 
£69.99, so expect similar. 

rfte Cyberman... a fad tyberpricey? 





AMIGA 


TOP TEN 


STILL SELLS MORE 

flK miga games still sell more than any other formaf, despite all the 

JB ft uncertainty surrounding Commodore's future. The latest Gallup 

ifc^^ft chart figures show Amiga software too with 21.6 percent, fol- 
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1 (1) Kick Off 3 
(A into) 

2 {2) Sensible Soccer Int 
(Renegade) 

^ (3) World Cup Year '44 

(Empire) 
4 (5) Beneath a Steel Sky 

(Virgin) 
(— ) World Cup USA '94 

(US Geld) 
A {4) Arcade Pool 

(Team 17) 
£ (6) Skidmarks 

(Acid Software) 
a (9) slfmama 

(Renegade) 
9 (7) Mart Utd Premier 
Champions 
(Krisalis) 
10 (8) rontier — Elite 
(Gametek) 


lowed by Mega Drive with 19.6 and PC with 1 5. The lead over the Mega 
Drive has actually been increased, although PC sales continue to get 
stronger every month. 

The news was not so hot for the CD32, though. Back in April it had 
nearly half the total CD software sales. Now it trails PC CD-Rom (on 44.6 
percent) with 34.9 percent. But it still tinkles from a great height on the 
Mega CD's 15.7 percent. 

But it's inevitable, really. The floppy Amigas are so well established 
(two million in the UK at the last count) that there's still an immense army 
of us devoted to the machine, and no piddling liquidation talk is gonna 
stop us. No siree. But the CD32 needs to be nurtured, of course, which 
is a lot harder to do in the same circumstances. 


CO S 2, Preston Graahappen i€. 
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Long-standing Amiga 
distributor Silica has unveiled 
SilicaCare, a full warranty 
service available on all its 
products. The company will 
offer up to five years warranty 
on Amigas and other machines 
to include courier collection, 
free delivery, and an average 
seven to 10 days repair time. 
Prices vary because Silica wants 
its scheme to be flexible, but as 
a typical example, the warranty 
on a system worth £1,500 ever 
two years would be £38. If 
you're interested call Silica on 
081 309 1111.,. 

• MicroProse wants you to have 
its shirt on your back. The 
company has teamed up with 
top retailers Boots, Virgin, PC 
World, Game and Virtual Reality 
to give away a long-sleeved 
MicroProse sports shirt every 
time you buy a best-selling 
Amiga game. The move is 
obviously designed to get you 
into the shops in the summer 
when this business usually goes 
a bit quiet. But we don't mind a 
bit of bribery if there's a free 
shirt in it! MicroProse is 
considering extending the deaJ 
to independents... 

ELSPA, the official body of 
the games business, is getting 
ready to unleash over two 
million pocket guides to the 
nation's parents, The "Parent's 
Guide To Video And Computer 
Games" will not, sadly, tell 
Mums and Dads how to hit a 
banana shot from 30 yards in 
Sensible .Soccer, But it will ease 
their worries about games 
causing epilepsy (they don't), 
combining gaming with healthy 
exercise {we should do them 
separately) and violence etc. The 
free booklet will be ready by the 
beginning of September, and 
will be distributed through high 
street retailers... 

• 'And to stick with ELSPA, it 
seems that the possibility of 
putting complete games on 
magazines' cover mounts has 
disappeared. A recent meeting 
to discuss the whole area of 
cover mounts concluded that 
the situation should stay as it 
has been since 1991 — ie the 
only complete stuff should be 
PD and shareware. Shame. i 
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& Thursday 
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[OPEN SUNDAY 
MAM TO 4PM 




COMPUTER CENTRE 



OPEN 7 DAYS A WEEK 

OPEN MON - SAT 9.30AM-5.J0PM 

SU N DAY OPEN I N G . . I 1 . A M- 1,00 P M 
WEDNESDAY & THURSDAY 

Late Night Opening- 9.3 AM- 7, 30PM 

OPEN HALF DAY HOST BANK HOLIDAYS 



TELEPHONE LEEDS 

24 HOUR HAIL ORDER SERVICE 

0532 3 I 9444l0Jjneb 

FAX: 0532 3 19 19 I 

SHOWROOM ADDRESS : 

DEPT. ONE, UNIT 3 t ARMLEY 

PARK COURT, OFF CECIL ST, 

STANNINGLEY RQ t LEEDS, 

LSI2 2AE 



HOW TO ORDER 

>rder by telephone quoting your credit 
:ard . Please make cheques payable to the: 

"FIRST COMPUTER CENTRE." 
n any correspondence pie. lie quote a 
ihone number & post cade. Do not forget 

include the delivery tariffs Dept. code. 
VI lew 5 working days for cheque clearance, | 

1 All prices include VAT @ 1 7.5% 

I Large showroom with free parking 
I Ore rseas orders taken subject to status 
I Educational orders welcome 
t Established Multi million pound company 



UK MAINLAND 
DELIVERYTARIFFS 

(Standard Deli ve ry , ... C 1 .95 

'Guaranteed 1 to J day {weekdays) 

Delivery , , ..£2.95 

I Guaranteed Next Day (week days) 
Delivery..„„„ I „.„„ l , I „ I „„ I „„.„„ I „„£4.95 



First Comm Bulletin Board 

Yhjr not plate your order* on oor new bulletin 

•uard. First comm n not juit a muni af ordering, it 
Itn giv<>s you »«*« to read or download technical 
upuon Hies and advice, 

Tel,0532 3l 1422 
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FIRST CDMPL'TCB 
CEMTflE 



/c-rii ztir- Mil iakr cJi-o M63 I ajid hvlliy-v rK* turnoff for 
KttivY wit, ASC. Th is wll merg* with [tic Annie y^yratD 17. 

iuwifctWI fpilAw wgivs for che Mil I (ijjp-njr* **ii tor | 
own. HMImJl Take AH 3 El land Rd turnoff fram M 6 2 I . 
ollawiignxfarASS. Ttri^rrw'rgrf with Arrrjte'i' fJnT^CBCy, 

rDmlhtAf take the-turnon" far di^ A64.Thi%mrrgr^ with 
hr rHefhy-pMfiifi L*«h COifttt centre) wfckr. MHti (r¥fr| 
irrn'ey iffriSl-ury. Afc*f "LWng World" Jit traffic ligrrti I 



We riiccmrncnd you canfit 



it^mLhttht^ 



1 ras 



F I RSTcomputer centre (LEEDS)Tel:0532 3 1 9444 



Al 200 OVERDRIVE CD-ROM 



T 



US 



NEW 



;CDJ 2 software, Plays Audio CD's, shows 
|»hutvCD'v Plugs into PCMCIA slut 

only£!94.99 



l''''"a l ^LSK^LJMO4«iiWrTilwihTAlbmj0« 1 ^MKmHJflfJ^«y>r':*Hii 
M Mm tactodf rW*-, ufr^u» l^rfdM PJ1V . CUV I PC KB Wil | 
wdrt-rtdrtf a. tiuTNl kmhr AHHriv iriat4> 

NEC Mukispin 2X1 m*™, £ 1 67.99 

• Z6SHsAci:r«timt « 2SSKB transfer ratr 

TOSHIBA XM 340 I i„ iemi i£ 286.99 1 

20DM4 Access time • J3DK.B transfer rale 

TOSHIBA XM4 10 1 

JoSM* Access lime » 306KB transfer rate 

Internal^ 189.99 ExternaJ.£2S9.99 

Mitsumi FXOO I I D D ual S peed. ..£ I 29.99 1 
Tandon IDE CD ROM Controller 

for use with Mitsumi only...... £44.99 

GVP A4008 SCSI controller.... ...£ I 22.99 



AMIGA 500 Plus trade in offer 



If you spend £300.00 

irnnore with us you can trade in an Amiga SOS Plus I 
far i I Ou.00. Your old Amiga must be in working 
order complete with PSU and modulator 



NEW LOW 



HARD DRIVES 



2.5" Hard Drives 
with installation kit 

inf. loft warr- . ^Ahk-iL and imrrurrions 

60Mb.... £ 1 34.99 1 20Mb...*£ 1 99.91 
80Mb....*£l 59.99 240Mt>..*£259.91 

1.5" Hard Drives 
with installation kit 

inc. software, cables and instructions 

250Mb.... £1 84.99 3S0Mb...*O39.99 I 
420Mb.... *£2I 9,99 540Mb.-*£279,99 

i . 5 " H .'d ri vt! u pgrade kit n a HD only £22.99 



All our printers art* UK spec, come 

[with ribbon/toner, printer drivers i 

(if available), paper & cables.'.' 

Canon 

ICanonBJIOsx £18 1.99 | 

Laser quality output. Large buffer 

Canon BJ200... £23 1 .9 

i page a m|n fp*»d, JM dpi, sfnall footprint * ID I 
pajr ihrrtfccdcr 

Canon BJC600 Colour.. £532.99 1 

new bubble jet from Carton 

Ell 1 Autosheetfeeder..........£49.99 I 



NEW LOW 

PRICES 



CITIZEN 



Citizen printers have a 2 year guarantee 
ABC Colour printer.. .....£154.99 

simple (as easy as ABC) to use 24 pin printer, Comet 

as standard with 50 sheet Auto chfr-tfrrdir. 

Tractor feed optional at07.99 

only £ I J* tt if bought without Use colour option 

Swift 200 Colour.. £18 1,99 | 

Same out put a* the 140 but with leu facilities 
Swift 240 Col our £2lfl.99| 

14 pi n, 240ips draft, 1 fonts, -quiet modr, 240r p*. 

Projetll „.£2I4.99[ 

new inkjet printer with built in auto sheet feeder I 

Swift Auto Sheet feeder £79. 99 



NEW.' 



EPSON 



...£149. 



*JlHt' 



for fitting 
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COMPUTERS 



The AMIGA A I 200 
A 1 7 00 Standard pack only £279.99 

wi lAuul ■■ nr> n- vitl-wm "i 

Computer Combat pack only £314.99/ 1 

wh* T obrf fainr-Mjp. t nan Uta Lkhi , ZoctJ i , ^w-rfwerth t PfirrillBn^ir, 
Di| tHf Dm, P*r>jfiiJ rxinE 4 

RAC E & CHASE pack only £28999-' 

-H». n r i «»»Mi« I »..) T.mIi,' 

HARD DRIVE VERSIONS 

* andard P*? O0 Add £60 00 to the | 

64Mb £4I4.tV - , _. . 

Standard pack 

85Mb £439.99 pri «forthe 

127Mb -£479,99 Combat Hard 
240Mb, £S39.99 D rive packs 



THE CHAOS RACK! 

• CHAOS ENGINE 

• N I C K F ALDO C H AM P I O N S M I P GO L r 
-PINBALL FANTASIES 
•SYNDICATE 

only £29.99 or £ I 9.99 

with any AMIGA? 

THE FIRSTS GAME PACK 

•BRIAN LION BOOL 2 

■DENNIS OSBAR 

•TOTAL CARNAGE 
only £19.99 



The AMIGA 4000 

A4000.' Q 3 0, 80 M b H D 4M ti RAM £999-0* I 

A4OO0^JO,2 f4 Mb HD* 4 HbRAM..,-£ IM9-99 1 
A40TO/40 

A4000i'040LC.I20 Mb HD* ..£POA| 

A4CIOO'U40LC,2I4 Mb HD £~POA| 

A40O1W40 SCSI T*w*r iy ttemi tpo A 

*Th* hard drive only H not tevced tort <*\ ute warranty I 

I 

Ail Amiga" iconic wit*i ^vttmc|i r n«w & I ] «no*rEh wfjmpir 

ThM A 1 1» A A4DtK! ram* aith I Z me»Tlt« tin *i\*-M*rr*ntj U 
I 3DD'l >IM Lu,l,« niEl, . buM in ihE.griJ h+ril dill, ofrnkMi. 



PRIMA AI20O REAL 
TIME CLOCK 

Dvn ft lima nur^f Lm. Fhi d>^rt>4"i^*^4 * »W94«*4)"f*^*4] |t< h i4«ijj 

checkforcompaitibirityOrily £13.99,' 



Epson LX300 Colour ^. 

f Pin SO -r irlumn ci'iln-ur 1 

LQ 1 5 C olour , -£209.99| 

2* Pin Draft 21 iepi, LQ79tpi 

S&tm 800 + ........£249.99 I 

41 Noiile inkjeL 360 r. 3t0 dpi (mat) 149 fheet | 
feeder 

A/1-.m* Colour ....jf 499.99 I 

Coiluur Inkjet, J*t> « 3tV0 dpi, 710 x 724 (on special 

ll£J PACKARD 

HP 3 1 Portable £229.99 

NEW/HP 520 mono £249,99 

H P 5 00 Colo u r. £344,9 9 

LCW PRICE! HP SoO Cotour.. ...£479.99 

even fa^tpr than the old HP550CJJ 
All HP printers come with a 1 year warranty 

i&aiii 

-(T»wlTris, 

StarLCIOOcolour... £1 19.99 

f pin colour, I rants, I AD {pi draft. 45 tps NLQ 

StarLC24-IOO , £126-99 

Star LC24-J0Coi £ 1 9999 

i-irvnijrilf-TP- wiifh autirnnatif th4>rt tr-r-dr-.r, I SI c pi draft 

Star LC24-3M Col,. £249.99 

14 pin quality. 24-1 cps draft, 80 efts LQ, 39K buffer 
expandibleto4IK, 1 4 fonts and quiet mode, 

Star SJ 1 44 Coiour Thermal 

St unninj aflardabk talaur printer. I PPM, law mnrklnf (Oils 

only £339,99 
Star SJ4S Au toshect feeder.,only £49.99 
Universal Printer Stand only £4.99 



LOW STAR 
PRICES 



PRINTER CONSUMABLES 



Citizen Swift nlonu ribbon £4.»» 

Otirr-n Swift Cclnur ribbon (I i It 

Epiun LX 346 Colour ribbon , ,i\ 2,»* 

StarLCIP'IWmono. -...- tJ.tV» 

Star LC2B0 mono „,t*,ff 

Star LC I tVI40 colour tl.n 

£tarLC2llurnlmir . _ _...tl2.»» 

5tarLC24-J0mu«u ,,.,.,.t.t,<tt 

Star LC24OW240 Colour *t\\.ft 

Ri- tn k Spray fur mmo ribbons , £ 1 1 .TV 

COVERS 

Canon printer co*er(p4eue specify model) ti.t 1 ) 

CiturrnSwiltJABC £5.19 

H F 50*1 S SftfS I .. . __ U.M 

StarLCIJui'lOO — ££.9? 

Star LC 24- JOB' JO -..— it M 

StarLCiaiOtover l*.n 

PAPER |j,,44-i *4ipV uh 'r «*i^^i ordHSHl wifdi printer or 

p^irvrt. fieri it'Ti-c '. f.,i,n Ih* iliuw^riHiir, 

F*rfoW(rrartnrfrTdJ... SOO «hrrti.....£4.f f 

FanFuld (traitor Teed) I 000 a heetl (i»< 

Fanfold (rrattur fe«Kt}„,..„.2(H0 ihwet-f 17.*? 

Single sheet ...iDO sheet! ,£4.ff 

Single iheet „ IMS jhest* .£d.»9 

Single sheet 2O00 sheets 1 1 J.?* 



MODEMS 



NEW LOW 
PWCEV 



Think again if ^eo are conalderlnf bu</ln| imodrm 
from anywhere dir. Wr are probably Eh>r lar^f-it 
supplier ur modem* for the Amiga supported by a 
wraith of experience. Lag into our free BBS mndpm 
Hue for technical and tale*, available 14 hours a day. 



Sup> 



\NEW Super fast! iMMbps 

The best modem in its class.' Ofl ly 

V.32 bis (14400 baud 



288 

+ 14,400 Fa* 
£243.99 

I44LC 



p*rfl^rH*d|>rrt4^i| r .r; iir 



| Lonjf cusc ftrslan el chc c\u\k V] Ifeli fu 

i Fpilurfi at bvlihw huEflan I Imx dnlf jtr-d LED displavy 

only £14 1,99 

1 H*DDblL<l.lrKlu«!V.J3bll,V.Jl,¥.lJb(l, VI2, V3 1, MNF2- 
■i. V.41. V«bi.„ Clun II ]<iin>n.mh, MHO.' 1 4*00 Cmiup t 
| Fan. I include* rree rMMlrni lom^ns [rwi FaKjsHSv 4 oliae 

only £178.99 
~ti*PIUS. 



£112,99 

I FuundunttKSUHtsnf 14*twMi suto rttal iV jumretitvt WJObfa 
I hu^n inif. Vnik, V41 Hk, MNP 2-5 £ aaB j^m. n> II— lift! 
| truismkikm speeds. With free cemim (not Fu) sVi catie. 

\supsa J4ijf1 fflfflSa ,,.£58.99 

IC*can*in*ijiinR th*i jine-Jt v-jrlLwiasirrwdeiT* wth jiirto dial 4 
In-Lrivi.-. 24Q4b.lud HJt*i C^r-iifV. V220IS. Ir^CliJdiiilretlYiaurCn. 
I crpmnvp lJ^ fr tJibleft 1 

I Supr* m>odp»*ns *!»■■* roi: lw4?r Sorted by BAftT. furiwrveF t*it7 
jMrtBHr. Ji*tll4oft*wc>uiper r forn*HflBf a4rjprov**'T-iflar]*»n--is. 




5iir. lair in p+rkiririii,-.! v lo 5ajp'i lIikw mxl* *■-■! L Eft i-iiiU*i-ii -afTfr 

I pc*j ixubmblp :h* mm*: cdsc tlfMiirt <>Yi)r of purchismK i HAB> 

I irtpTTfrrtFTT n^aftfflisfttf 

Sportster 2496 +Fax. 
Sportster 1 4400 Fax. 
WorldPortl4400+Fa 
Courier V32 Terbo 



; 



,£104.99 
,£15199 

251,99 
1334.99 



C our ier HST/Dual 1 6.8 Terbo Fax. £5 2 7 . 9 9 

I If p-Hiu thiMi[tit VJlbuwA^fanK trj tkf **»>rlia! Thu-p 1 c umv wilh a I 
1 ? ri'-H' ■*J a MuWl, J dlr-Jj flABT AibPrBVLTd 1 1 



MONITORS 



All cur monitors are U K sppc. Al I moni tors 
tome complete with a free Amiga lead* 

NEW! Philips 8833 MK2 

Thitf»mou[Sit*riaa h Cfllo«rnnnnitorhHHK:li. Similar 

spec to th e old Commodore I 0845. 

only £229.99 

Tift and 5wivefl Stand UAh/ £f .9 f 

tf you purchase with monitor 

Microvitet Autoscan 1 438 

-I! dpi, I W»KMi,aHAmig-i»i«iiH ■-. 
AG A lomu.nu audio, tilt A swivel I 
Stand. 

now only £289.99 

-Frprcabli> far A4000 only 






PREMIER Ink 
Cart rid go Re- fills 

Sive * fornjiie in runninf costs wlch your mki'bubfeVE |«t_ 
CDrnoatible vim thr HPfflOiSf*. ri«Lj,.t Plm, Canon | 
IJ I 0"! D.'fl 0, I 1 D: 2 DO, 1CD.'3 20, S[j.r SJ4B. Cilimn. PrOj»t .nri 
nUHf Mt*n- Full u,p al riil.iuri ^viiUhlr. 

Single ™nil* (22ml) £6.99 

Twinrrflli(44ml) £ I 2.99 

Three colour kit (46m l> ..,..< I 9,99 

Full colour kit (BBml) ..£27.99 

Bulkrc1illi(l 25ml) £24.99 

Cartridges 

Canon SJI0J5J48 cartridge ..£"18.99 

DtniblclifcSOOtariridEe-i £24.99 

HPSSOfSflO Colour cartridije a4.f9 

Epson Stylus Colour Cartridge —09.99 

Epson Stylus mono Cartridge L 1 7.99 

Epson Styltis B0€+ mono Cartridge....,..t I 1 .99 
Star SJI 44 mono cartridges (1 pack}— til 99 
Star Sj 1 44 colour cartridges (3 pack) £ 1 1 . 99 



Printer Switch Hut 2 way 

Primer Switch Box 3 way 
Printer Standi f Universal) 

) Metre printer cable 

5 Metre printercablq. 

1 metre prtntercable 



. .tl 2.-99 

™* 17.99 

£J.?9 

..„,«,?9 

£8.'99 

,...£ll.f9 



PRIMAA500 &A600 RAM SPECIAL OFFERS/ I ROMBO PRODUCTS I SOFTWARE 



3 YEAH WARRANTY.') 

A500 5 I 2k RAM 
| expansion (no clock). £ 1 9.99 
ASQOPIus I Mb RAM 

I expansion £34.99 

A600 I Mb RAM expansion 
(with clock)..... £39,99 



32 BIT RAM (for A4000 etc) 



I Mb SIMM £39.99 

1 Mb SIMM .,. ,,.£95.99 

4 Mb SIMM. , NEW LOW PRJCEI.... £139991 
8 Mb SIMM -MCKfLOWPflrCtt £269.991 



RAM & CUSTOM CHIPS 



SPEED 



ISMhi 
13 Mhz 
40Mhi 
SOMhi 



PLCC 



£45.99 

£53.99 

£106.99 

N/A 



£89.99 

£129.99 

£137,99 



Imb by 8V9 SIMMS (I Mb)..„...£ 34.99 

4 M b by 9 S I M M S (4 Mb) ..„ ,£ 1 44,99 

I Mb by 4 DRAMS( I Mb).,.. ,£39.99 

I Mb by 4 ZIPS( I II Mb) „...jE32.99 

2S6by4ZIPS.~— — _ .(each) £5. 99 

256 by A DRAM (D IU) (each) £5 ,99 

DKB 1 202 A 1 200 RAM board £84.99 

takes 2 Jl bit SIMMs. Hum optional FPU. 
Srr ibcvr for prices 

Kickstart 1 .3.,., £23,91 

K i ckstart 2 ,04. ,.,...,........£ 2 S. 9 9 

Kkkstart 2.0S (for use in A600)-£2S,99 

Farter Agnes 83 72 A...., ,.......£26.99 

Super Donise. ...--. .-., 

6571-0326 Keyboard controller J- 13,9? 
CIA 8520AlfO controller ,., f „.j£8.99 



AMIGA 1 200 RAM 



PRIMA CO-PRO & RAM 

Realise the lull potential of four A I 2.00 with| 
this trapdoor rxpiniiun. inc. real timt clock 

I MB RAM... i*l.«| 

2MB HAM ., r tll*.« 

4MB RAM (!•»•»» 

S MB RAM , £37*. 7* I 

1 MB * J) KHi CO PRO ,-t\ J'.ttI 

2 MB A 13 MHz CO PRO ,......£ m"»l 

4 MB A 33 MHi CO PRO...., ,,„„.,£ ll».*»l 

8MB S, 33 MH* CO PRO.,,,,,,,. "™ 

FULL 2 YEAR WARRANTY 

|q(il hrfH£! Fin nmn *■ lid* r-pvin" pun *«™ fartlrfii wit* ni- 1 

8Mb pup to 2 Mb CI75.M 

8Mb pnp to 4 Mb, , to 

RMh pup to b Mb.. 



SUPRA A500 RAM 



AMIGA REPAIR 
CENTRE 

We offer a, FREE quotation art your Amiga or any 
peripheral (monitors, printers fltc). A delivery tariff of 
just £5 .00 ii t har grd far return delivery or alternatively 

yc,u can visit our 
ihowroum-Wt 
(in also arrange 
a i. ourler pickup 
at arc additional 
iml oF£l I.M, 

AH -intk n 
carried due by 

our Mghly 

qualified 
engineers in 
custom ttitilt 
premise*. We 
will alsninitall any upirattei'softwiirr; or iicraarf from 
□ur mj in advert free of charjre unless otherwise Stated. 

All repairs tro covered by a » day warranty. 

Tel. 0532 319444 




Deluxe Paint 4 AGA — 

Distant Sons S — » — ".... „.„-,-£35,99 

Personal Paint V4 ™~ __™*H 

Technosound Tnrhrn ..,.., £.18?) 

TechnoMjohd Turbo 2- — -J- 2 

Wnrdwurth I AGA with Print Mgr A Dsy To Day I 

Planner , £3 ». W 

XCopy Pro plus hardware — — —,.£25-'*] 

Workbench 2. 1 software ann 2.04 ROM upgrade 

(completr- with manuals* 

only £74.99 

Workbench 1 ,04 software and 1-04 ftOM Upgrade 

(complete with manuals) 
only£4«.9» 

.. 



100% HAl LU I 




Personal Paine* .ii T fi9.»9 
when purch as*d with a TanbyP 



COMPUTING 

AU6USTM 

The limiing newl 
jraphics laMet fw the [ 
Amiga developed * ih I 
the hrlc uT First] 
Computers. It* rated I 
in ST Format Jamiir* I 
issue! Requires 2. D4 | 
WB Br abuve 

only £59.9" 



VIDI 12 Real Time £134.99 

Real time colour digitizing tram any video | 
source. Pull AC A support 

VIDI 24 Real Time £204.99 

24 bit quality real time colour digit i ling from! 

any video source. Full AC A support . — 

VIDI 12 AGA £59.99' 

Full support tor ASA chipset. Colour images I 
captured In Ian than a second, mono images I 
in real time with any video source, 
Multitasking srw, cut ft paste. 

VIDI 1 2 Sound & Vision AGA 

with built in MsgamixMascer £98.99 

TAKE 2 £35.99 

Features include load and save from l>. Paint| 
animation* and I FF files. Supports H AM graphics. 

Megamix Master £26.991 

t bit. high spec, sampler. Special effects include I 

cho that tan be added in real l|mr, Tul ly multitasking | 
i easy to use. 



SCANNERS 



/Vital LaJcLtc. »rVlTil jC3.iI 

I hind [wldicanncrwith IS* frtyMJlle^And uptflfiOO 

only £114,99 

or £ 1 3 9 .99 with ocr software. 

Alfa Data Alfa Colour Scan 

I B bit tcaflner with 2 5*K cnloura inc colour cswrupctiDn 

only £329.99 
Power Scanner V4 £1 19.99 

I With thrbceit teraiOn 4siW forbrigh* ft sliarp grey Wale 
I performance, Fif i iblc icar ned imajjedisplay manioulatiun 
I options, plun Clean Up, embolden, resize AfllJ) 

Colour version only £239,99 
EPSON GT65O0 Colour Flatbed 

Only £564,50 nh.nclorditilb 
lArt Department Pro Scanner $1 W.,£ 1 09.99 

[cnrnpalible with Epson ES100C. ES600C, 
FSaOQC, GT400I1, CTi^OS * GTSIHIfJ 



MICE&TRACKERBALLS 



Alpha Data Mega Mouse m rating, i<m\ 
D P i..£ 1 0.99 or £ 1 2.99 (or *oo d p i . En .«i | 
DATALUX CLEAR MOUSE hi** 

qualityelearlhuttontTIOUSe-.--". .■».., t I T.T . 

Zydec Trackball.... ...£29.99 1 

AplhaData Trackbail £37.99 j 



DISK DRIVES 



ACCELERATORS 



viper 6B030 TURBO only £ 1 59.99 



6803 ace e I ft rater runn i n g a L IflH h7 
i!»pjiidihw to i Mb 12 Bit RAM (iM RAM pncei) 

Opuflnal SCSI a-ddipto-r. 

ADDITIONAL RAM FOR 
VIPER BOARDS 

Just add the price of the RAM to the Viper 
board to get youf configuration price 

I Mb SIMM ,..£39.991 

2Mb SIMM „ „£9S.?9 

4 Mb SIMM...ftl£WLOWf'«JCef. .£ I 39.99 
8 Mb SIMM-NEWLOrV^CEI £269-99 

SUPRA 28 ACCELERATOR 

for the ASOO.A500+4 A I 500/2000 
It Mhz, uses A500 side port 10 there Ii . 
no Internal ritling 

only £144.99! 



PRIMA ROM SHARERS 



This high quality ROM sharer features a Flenlble I 
ribbon connection SO that it can he positioned I 
anywhere within your A500 Plui nr Ac-DO. f-"M i I 
year replacement warranty 

now only £1 7,99 or £24.99 
for keyboard switthable version 




AMITEC 

I mb3.5" 

drive 

Features Anti Click, 
Artli Vims, Sony Mech, 
1 year warranty 

only £58.99 



Cumana3.5"- ...only £56.99 1 

I mug external drive, The best name in disc drives 

A600/ 1 2Qti internal drive ..,.£49.991 

AS 00 internal dnvc £49.99 

A40Q0 internal HD drive £99.99 



GENLOCKS 



Miscellaneous LHartlvvare 



The Serial Lti<< (Adapior to link CDJl'Amlga.'PC) 

PanavisiuikSX-l |CPJ1' I 200 emulator. £21 

XDS Datafyrr E Bternal Hard d*H** kit, £*4.« 

OKB Me K * Chip II (IMt, chip RAM) ^IM.M 

t im 1 Mh ur chip memory on A?9d* I SM'JMU 
ROCHARDDftlVESfram ' ^ vv (41Mb) l, i>~ ina»s»- 

aja _| ml f TM wkI li i.d i , hi jm^lih in BHb «i Hi, trtHS «. PSU a | 

fl.MIGAI10aS0W*00PSU ■J~E^J 



hama on demo now; 

The Professional answer 
hama 292 £2*9.99 

S, Video, and composite compatible 

hama 290 £674.99 1 

S-Video,ind composite miaing. plus, far more 

ZiamaA-CUT Video Editor 
£185.99^ J 
GVP Genlock.. omy?fl!4.99 1 

features profeuionalSVHS output 
Rocgen Plus only £ I 64.99 | 

Includes dual control for overlay and keyhole eflects p 
extra RGB pass thro. Check for compatibility, 

Rendale B802 FMC.only £164.991 
Rocgen Rockey..,.. .only £ 1 64,9? 

For creating special effects In video! 

production with genlocks. 



ACCESSORIES 



Real Tlmp A I 200 internal cloc k module,„onl.y f I J.M 
MnuscfjOyitkk manual port swiwher„.„.,u,>ly i 1 3-M I 

Amiga ASonjeOOj i ISO Power Supc»ly„„ £i * 

Amigi MOi'500 Plus keyboard,, „„„.„.„_...— di4S-l 

Amiga SDD PlusMoihertwaed , _£2».M 

Amiga S0» Plus Cut , J- 11 -* 

QUALITY MOUSE MATS,.,. __—, ^-j£J-« 

10 CAPACITY DISK BOX - _.«.*9 

20 CAPACITY DISK BOX,. „...„-, 

40 CAP LOCKABLE DISK BOX JH.*Y 

I 00 CAP LOCKABLE OI5K. BOX „...l5, J 

•*0 CAP STACKABLE BANX BOX £«.« 

♦ISO CAP STACKABLE POSSO BOX 

•i*i (IM (ttiVfni n" purchasmj iriiow Pnt» nr Bin kSL Homul 
drinery nhofl ptirtllased with other prt-aKl M I**" Iwfini 1 nr murt 

AMICA A SOD OUST COVER -. .." 

AMIGA iOO COVER ~~B-* 

I4" MONITOR DUSTCOVER £*-'! 

■VEWT^cyboard Membrane Cowers — £14,^5 I 

AMIGA TO SC ART CABLES _ , .«." 

STD l.e METRE AMIGA PRINTER LEAD.„j£4.' 

MODEM AMD NULL MODEM CABLES 

AMIGA CONTROL STATIONS 

ASOOur I 2.40 VERSION -„„ .' 'H-.it 

A400 VERSION j.2f.n\ 



DISKS 



All disks are IOQ%error free guaranteed 

New High density 3.5 inch bulk and branded 
Please phone for best price*! 



I III 



10 
30 
SO 

too 

200 

S0O 

1000 



£4.49 
£12.9? 
£20.99 
£37. 99 
£69.99 
£168.99 
£324.99 



£5.49 
£ 1 4.99 
£22.9? 
£42.99 
£79.9? 
£190.99 
£365.99 



Brandeddiskseomecompletewithlabels 

Disk Labels....500 «-99 1 

Disk Labels.. 1 000 £9-99 



BUSINESS 



jtfii.-. 




noni"-|r Miitttrs. 

CD ROM SOF TWARI 

I 7 &il Ctrl! action 

\ f0 ir Continuation.. . 

CO FMfh-iiiK» 

Eutlh. teh * .r™.™-T. 

GdiWi. 



£J4.99 

i U -f-f 



.£19 Ml 



ill.M 

inn 



..LI9.t9 



Multimedia Toolhlt (by WierrfScieme) i 2 2-*» 

N*t»«*CD ™ __ £I4.« 

Seiual Fantasie* -t— (W-W | 

MISCELLANEOUS 



D il t a nt Sum 5. 

XCAO lOfW.. 



MUSIC/SOUND 



Clanly I i samplvr *____ 

Deluxe Music Construtuoo Set v2 

pro Midi Interfaci by MitrodeaJ- 



..US.!! 



.£105.' 

ci*.?9 I 

£!»•? 



Techno SoundTurboL. 



rechno Sound Turbo 2 .,.. Hm -„,r~- 

PROGRAMMING 



XI tS.11 

Lls.<r*\ 



Amoc Pmfessional C ur * i^hIi-i . 

Bin Biiic 2..,. ....,..,„„.... 

Devpac 3 

EasyAMOS.. 



. .124.99 \ 

£53.»» 
...LS0.99 
., £24-t» 



PUBLIC DOMAIN Top SO 

from £ 1, 50, fm«po ? more titles o>Di^irWe> 



( Ami Base Pro * I .*., 

DiskSahrVl™ 

O-OapyVl ,_ 

Edward Pro V4 

EaiyCakPkitV,.- 

E-Type! 

First Motisdiskl.. . 

Grapevm* I T„ 
Relokick I J — 



KJondykeAGA .... 

F irst Mods disk I , — 



fPDAOODI di>k I SO 
(PDA00J)ldrs4c£l.50 
(PDA00<J)l disk*. I -SO 
(PDA00SI I disk £1.50 
(PDAMflldiskti.SO 
(POA04l})ldisk.£l.50 
(PDA0S4) I disk £1.50 
-rrOA009)](Mfk£2/?5 
(PDAOMJIdisk 
(PDA)OI3)3diski 1 ''■; 
(PDAOSS) I disk i V/ 
(PDA0IS>ldijk.ti 50 
(PDA0ln,}2diaki'l.lS 
(PDA4I 7)1 disk, ill SO 
(PDA0i7> I disk ( I SO 
(PDAOlf)ldksfc£l SO 
(PDAD23>ldrdc£l SO 
(PDA027)ldmc£ISO 
(PDA021) I disk 



Mksdwarp AG A Demck... , 

MoiorolamvailervAljA ... 

Magk Workbench Utils._ 

F irst Mods disk 3 _._~____ 

PCTaiktinijiator 

AeorgVI.I 

Spectrum ErnubHor version I 

Spectrum Games Disk,^. 

.. (PDA0JO>ad>*|c£1.25 

VF,n£crsfUive[>fM»0..... <POA03j)ldisk ' I 

MeanCOM... (PDAOJeJ > disk 

FiiChixi. {POA0.]412disk£i 

The Mini AGA . flPOAOje) I disk i I 

I CO Wirt (PDA0J?) I d9lk-£l 

First Modi drak 4. . (PDAflSS) I disk: 

Andys Workbench I Utah. (PDA43 I ) I disk I 

Deserr Dreams Dentcw— 

Origin Cuniplvi.,...^^^,^ 

FUy VtokJ AOA Demo... 

Ct USHELL Help. . 

Clip art I - MacArt 

Clipart I I - 

Cliparc 1 ■ MacArt 1 . 

Opart 4 - Food..-,,,,. 
|Cllp»FtS-6ood3 

Perspex Hypnosis 

Pruiratlier .)„_ 

TMrusAGA.. 



Benchmark Teses. — . 

tWa^tciStopSmolung,,. 

CSpart I Opack, 

CDftOM drivers (Ami).,.,,. 
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Letters really are the 

btzzo. What other 

form of communication 

can express such a vast range 

of emotions? None, that's what. 



Letter! 

The On= 

30-32 Fflrrlngdnn H°*d 

London B" 3AU 



^Forget old Bob Hoskins and his puke-inducing "it's good to 
talk" adverts, put pen to paper and let people know exactly what you think. 
And if you've got an opinion on anything to do with Amiga*, The One, or the Gold 
Blend couple then send them to us at: Letters, The One, 30-32 Farringdon Lane, 

London EC1R 3AU. Thanks. 







"I LISTEN TO 
CARTER U5M QUITE 
A LOT" 

Dear The One, 

I am writing to display to you my 
great boredom and rather crap 
attempt at typing. I haven't got an 
Amiga, if that's of any use to you, 
but my brother hai. I don't play on it 
much but I listen to Carter USM 
quite a lot and to lots of other good 
bands too. 

On page 55 of the July issue it says 
I can make very nice things with 
mushrooms and onions and toma- 
toes and potatoes but that is a big lie 
because I can't. And I think it is very 
true to say that nobody in the entire 
history, now and in the future of the 
whole of everywhere could possibly 
make anything nice that was mush- 
roomy too. Today I went to the shop 
to get the new single by The Family 
Cat but it wasn't there so I will have 
to get it some other time. 

I've been thrown off the typewrit- 
er [at this point, dear readers, the 
missive changes from an attractive 
typewriter font to plain boring hand- 
writing — Simon.] so now I'm using 
a pen and I'm still bored. I am now 
going to say Hullo to Neil Jack from 
Fife because his letter was very pret- 
ty. Hullo. 

A few weeks ago I placed lots of 
lentils in a big long line along my 
window sill with some Smartie 
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tube lids full of sugar and salt for 
decoration. It took me ages and my 
mum laughed at it. If anyone has got 
any spare Smartie lids can they 
please send them to The One and it 
can send them to me. Thank you very 
much indeed. 

Gallons of love and guts, 

Lisa Hall, 

Moray. 

£rm... please don't send us any 
Smartie lids. Unless the letters print- 
ed on the underside can be rear- 
ranged to spelf rude words. Thanks. 



"I WOULD BE WILL- 
ING TO PAY YOU" 

Dear The One, 

Having entered your crappy game 
competition, the thought occurred to 
me that you must have many games 
which you have no use for. 

Having a competition would be 
one way of getting rid of games, but 
what about the others? [Go on. Ho, 
please — Simon]. 

Do you throw them away or sell 
them? [Ah, how did I know this was 
coming? — Simon]. 

if you do get rid of them, I would 
be willing to pay you for games 
because I only want original games 
and I can't afford new ones. 

James Roberts, 
fareham. 



Altogether now — aaahhh. No, seri- 
ously, James (or can i call you 
Jimmy?} we never throw games 
away, not even the crap ones. We 
give away about T5 games each 
month (on average) as competition 
priies, compared to roughly ten 
which we actually review. So, to be 
honest, we don't usually have 
enough for ourselves (sob!). So you 
see, we couldn't sell any to you, 
much as we'd like to. 

Maybe you should try writing to 
the Smartie woman (see Letters, this 
page). The two of you would proba- 
bly get on like a house on fire. 



"ITS DAAAR LOUSE- 
RIDDEN FRAME 
CAVE WAY EASILY" 

Dear The One, 

The twin suns of Panta loony pierced 
themselves on the lofty bas-reliefs of 
the Snotfirrith Fortress, spewing 
forth a red light the breadth of the 
horizon. Colon the Barbarian adjust- 
ed his negligibly-sized loincloth and, 
muscles rippling, held aloft his huge, 
battered rune sword, a silhouette set 
against the blood -crimson sky in 
melodramatic defiance to the Satan- 
ic enchanter who had stained the 
fighter's soul with his critical, pes- 
simistic, black tongue. 

At Colon's tattered leather boots 
lay the remnants of the Pennite 



army, scattered in undignified heaps 
of shredded flesh. As the ice of mid- 
winter mingled with the dark, stink- 
ing blood, the impressive image was 
shattered as -Colon slipped and fell 
awkwardly. "Ohh, bugger it," he 
cursed, scrambling to his feet. 

A short, cumbersome limp later, 
he reached the Snotfirrith Fortress 
and scaled its high walls. Any other 
fool would have used the door but 
you've got to be dramatic, haven't 
you? The aging warrior now trudged 
through the dejected trash that lit- 
tered the floor with a rising sense of 
nausea. Amongst the half-eaten 
hunks of rotten meat lay human 
waste, discarded, rusted weapons 
and, worst of all, an original copy of 
Hobotron. But it was at the sight of a 
really bad version of Asteroids that 
Colon retched violently. 

At length, he reached a corridor 
with lit torches, Judging by the pun- 
gent stench, he decided he had no 
wish to find out the source of fuel 
the torches used. The corridor was 
perhaps in a worse state than the 
rest of this sad, neglected fortress 
and Colon was beginning to feel 
sorry for whatever foul creature lay 
at the end of the corridor. As his ears 
strained, he heard a pathetic wh ingo- 
ing, a kind of deranged, pleading sob 
and he knew he had reached his long 
journey's end. 

An ancient door stood before him 
chased with intricate symbols which. 
Colon couldn't help noticing, bore a 
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startling 

resemblance to 
those Space Invader bad 
guys. Its design was a nice 
enough one but too archaic and 
basic for Colon's liking, its. damp, 
louse-ridden frame gave way easily 
to the veteran fighter's powerful 
arms. The room beyond was filled 
with filth. Boxes and boxes of sad 
Sbit games that people are always 
nostalgic about but are altogether 
pretty bloody crap when you play 
them nowadays, all smeared in some 
form of viscous, mucoid drool. 
A sorrowful whimper brought 
Colon's gaze over to a crumpled 
lump of rags and unwashed flesh, 
tucked away in the corner, forgotten, 
like a dirty secret. It clutched July's 
issue of The One. Heresy, how dare it 
profane the holy pages of The One 
with its poisoned words {or wrods!). 
In disgust. Colon raised his rune 
sword which bore the simple, 
inscribed legend 'Amiga' and ended 
elderly Gary Perm's useless, pitiful 
life. The sentient rune sword chuck- 
led. It would live forever. 

Stephen Boyes, 
Cleveland. 

I'd try and refrain from reading the 
WiP intros, if I were you, Stephen. 

"I'VE COT NO GENI- 
TALS SOCCER" 

Dear The One, 

Not being an Amiga owner, I know 
little about its 'ware' being hard or 
soft, but my little brother on the 
other hand spends hours a day in 
front of the screen. What he is doing 
is beyond me. 

In your reply to Scott Donnison's 
letter, you advised him to get a life, 
but do your readers have lives? In 
five years you hope to have written a 
book — what on? I'm sure all you 
people know about is controlling lit- 
tle men with super-human abilities 
around a screen. Is this escapism? I 
think so-My brother is probably typi- 
cal of all your readers and therefore 
the 'Git of the Month' Award should 
be occupied by pictures of them. And 
I'm sure that you think your attempt 
at sarcastic wit is funny when you 
respond to the 'Git' letters, taut 
unfortunately for you, you won't win 
any medals for it. 

Plus, I notice there is a game called 
Sensible Soccer. No, no, no. Sensible 
Soccer is played on a football pitch. 
The game Sensible Soccer should be 
called 'I've Got No Genitals Soccer'. 

Plus, on the cover of your July 
issue, you said that inside are 'the 
hottest reviews', I suspect they are 
hot only because you and your read- 



ers have been rubbing them all 
over your naked bodies- Well, 
nothing wrong with that — comput- 
er users have got to get their satis- 
faction somewhere, haven't they? 

As an alternative to using Amigas, 
I suggest that you try to fit in a good 
book now and again, and a good 
walk can do no end of good. Perhaps 
if you have enough people, may I 
suggest a game of 'Twister'. 

Save trees. Stop printing your 
f**"*g magazine. 

Yours reasonably sincerely, 

Ray V. Gloss, 

Newbury. 

Stop printing your what magazine? 
Failing? Flowing? Feeling? Fan-tas- 
tic? Piease explain. 



"NEIL JACK FROM 
FIFE! KEEP WRITING" 

Neil Jack from Fifel Keep Writintj 1 

The Bogieman, 
The Netherlands. 

What exactly are you trying to say? 



"PLEASE SEND A 
MAP OF BRITAIN TO 
CHINNY HILL" 

Dear The One, 

I'm writing, as a true blue Scotsman, 
about the 'English Commentators' 
Fever' which seems to have infected 
the computer games software indus- 
try at the moment. 

Having spent four years working 
in England, I got rather annoyed at 
having to listen to the commentators 
bragging about how "utterly world 
class" their little football teams are 
Now that I'm back in Scotland I'm 
shocked to discover that the biased 
view has affected the software com- 
panies also. Sierra Soccer, for exam- 
ple — why the hell are England there 
amongst the qualifying' teams, 
when there are no other.' non-quali- 
fying' teams? Why was it that the 
two demos of Sierra Soccer I saw had 
England vs. Holland (that match!) 
and England (again} vs. Republic of 
Ireland? Of course, the typical English 
response would be that everybody 
loves the English. 

To further enhance the problem. 
Premier Manager 2 has some Scot- 
tish sides available for friend lies and 
European matches. All classed as 
"Very Good *****", This includes 
Glasgow Rangers who beat Leeds 
[twice) during their unbeaten Euro- 
pean Cup run in 92/93. 

The last straw, and the one which 
prompted this letter, *tas the fifth 
part of your Sensibte World of Soccer 
feature, Screenshots showing buy- 
ing/selling players have this: 



Barnes (Eng), Walters (Eng), Rush 
(Wal), Baggio (Ita), Hendry (Eng)??? 

Try telling that to Colin Hendry 
when he's defending for Scotland. 
Can we expect to see: Gascoigne 
(Scot) in the final game? 

Please, Sensi, sort all the errors out 
before publishing the game, I love 
Sensible Soccer, and I'm really look- 
ing forward to SWOS, but I'll think 
twice about buying it if it's full of 
Pro-English bugs! 

By the way, if I win a prize (which 
I won't), don't send it to me. Instead, 
send a map of Britain to Chinny Hill 
to remind him it's not all English. 

Brian Hendrie, 
St Andrews. 

Chinny Hill? I hope you're not talking 
about Sir James Hiil, knowledgeable 
footbafl commentator and ait-round 
fashion and trend setter. He's our 
hero, you know. 



"I WOULDN'T 
PUBLISH THAT IF I 
WAS OCEAN" 



Dear The One, 

I would just like to get a few things 
off my chest [Probably some hairs, at 
a guess — Simon]. 

Firstly, Sensible Soccer is rubbish, 
it doesn't even come close to the 
realism offered by, say, the first 
Manchester United game or John 
Barnes' Soccer. 

Secondly, that Kid Vicious thing 
you previewed looks bloody rubbish, 
I wouldn't publish that if I was 
Ocean, I can tell you. 

Thirdly, what a ioad of over- rated 
twaddle Ooom on the PC is. I, for 
one, am glad it's not coming OutdAJIfi.Q 
on the Amiga. ^j 



Also, Heimdail 2 looks crap — my 
three- year-old nephew could draw 
better graphics than that. Where's 
the gameplay in Cannon Fodderl 
Could someone please tell me 
because I can't find it. And as for 
Street fighter 2, when oh when are 
people going to realise it's a load of 
badly programmed rubbish with dull 
characters nobody cares about? And 
it looks like it was written in BASIC 
on a 43k Spectrum. 

But enough of this! I don't want 
to be labelled as a 'Moaning Minnie'! 
Let me take this opportunity to thank 
Psygnosis for the excellent Last 
Action Hero — at last a film licence 
with bails. It's by far the best use of 
a licence since the magnificent Cool 
World 1 . Any chance of LAH21 Also, 
any news of a follow-up to Gremlin's 
meisterwerk Plan 91 Nearly two 
years on and I'm still struggling 
through this chuckle-filled challenge. 
Excellent stuff! 

Finally, could I just congratulate 
you on a brilliant magazine, streets 
ahead of the competition. I was a 
dedicated Amiga Force reader but 
since its sad demise I feel The One 
has lifted its mantle as undisputed 
world Champion Amiga mag. And I 
know what I'm talking about. 

Love, 
M. Minny. 



■ 




f think this is as good a place as any 
to end this month's delights. Next 
month we'll be introducing a new 
section to the magazine where you 
get to ask US any question you like 
and we'll endeavour to discover the 
answer. It can be on any subject 
including — yes,' — Amiga games so 
get scribbling to; Questions! The 
One, 30-32 Farringdon Lane, London 
EUR 3AU And keep those let- 
ters coming as well. 
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"PLEASE 5END THEM BACK TO ME" 



Dear The One, 

I've got a problem here, now that 
I have bought your magazine. In 
this magazine were two diskettes 
with the game Empire Soccer, Sen- 
sible Soccer International, Out to 
Lunch and Quick but I don't have 
an Amiga I have an PC. If these 
games are also on the PC can I 
exchange these diskettes for the 
one which work on the PC. Please 
send them back to me, if you have 
the ones for the PC. Anyway your 
magazine is very good, and the 
answers off the competition were 
easy: 
I (1) John Major, (2) 1066, (3) 1945 

Mr (unintelligible scrawl — Simon.] 



Erm... dose the magazine for a 
second and peruse the cover for a 
moment or two. Spot anything 
interesting? Yes, that's right — 
The One Amiga. Not PC. Now take 
a long, hard look at the disks and, 
more specifically, that bar down 
the left-hand side of them. Notice 
that it says "Amiga". Not "PC". It's 
easy to see how you got the two 
confused, after all, one has five 
letters and begins with an 'A' 
while the other, er, doesn't. 
Thanks for buying the magazine, 
though, me old Dutch. 
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"I ands up those who remember 
the October 1993 issue. You 
know, the one with the God- 
awful cover, Hmm... not many — just 
as I suspected. Well, to be honest 
that's probably a good thing because 



lied Dreamweb. which, to 
quote old sea-urchin gob "blew him 
away," Yes. 

Thankfully, Martat Kombaf was 
hogging the headlines at the time, so 
the pious MPs and other assorted do- 
gooders missed 'Matt's Gallery of 
Death' in which the sick journo print- 
ed six pictures of his favourite death 

scenes from Dream web. Wm 

coufd have got into a lot of 
trouble with the authori- j 
ties had anyone respon- w 
sibieseen the depraved u 

scenes of horror dotting | 

the pages, I can tell you I 
You see, unlike most % 

games where a charae- 1 

ter s demise is shown toy a 

flickering sprite, Dreamweb 



good fun, and 
with any iuck 

we'll be bringing 

you a full review in the 

next issue, 

But to tide you over, and get you 

.all fr^*L-.i»« _i jlI ... -i — 



offering you, our oh-so-lueky readers, 
the chance to win some brilliant UCI 
cinema passes which entitle the win- 
ner and a friend to visit their nearest 
UCI cinema once a week for three 
months. So if you took a different 
young lady friend every time then 
you'd be able to get off with twelve 
girts in the back row — afl thanks to 
Empire PJay you cards right and 



the gorgeous girls from 

Empire to the flicks... 
So what do you have 



the five dreams to the five 




OTHC DREAMERS ing so quickly 
(A) Simon Byron | that as soon as 

| <B) Andy Nuttafl j they'd trimmed it to 

CD) Harry Attnll j grew down t(J my bo „ om „ 

i 

I THE OPFAIV,* '■ (3> "' ™* MB t0 rU " atld Ski P Wi+h " ' 

I ,., ' i ° ut "ly ^ees seizing up with arthri- ; 

(1) I was on stage at Wembley; tis, \ was playing football with my I 
arena ,n the m.ddle of a hectic ; friends - but they were dressed in I 
chanty g,g Bono and Jim Kerr and; black and white and their shorts 
Robert Smith and God were in the: came down to weN below their ! 
front row screaming my name and knees Obviously Also I b 

showing me their chests. They were '■ ft* - "'"* ,J "" , 

crying, Then three lovely young \ th 
fans came up and stripped in front \ 



...~, "v, 3 „, s ret* m tum.li mem, j \m Kium 
! But I was busy playing Setters in ; murder 
I my pants, so I wouldn't." 

' ... (5) "I was sittin 



•I I H'-ll-Jit ■**•*_! 1 iTVa I 



namely, showing as much blood and 
guts and brains and stuff as possible 

IAjUJ-L. :_ _ . . ... . . 
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far as were concerned. 

The game centres around a bfoke 

called Ryan (played by you) whose aim 

in iife is to assassinate everyone he 

believes has been influenced by the 

"V eponymous Dream weto — a myste- 

\ rious force which affects human 

J behaviour. It all sounds like joliy 



eam... Dream. Dream, Dream, When- 
ever I Want You, All I Have To Do, Js 
Dre-ee-ee-ee-eam Compo, The One, 
30-32 Farringdon Lane, London EC1R 
3AU, to arrive here by no later than 
28th September 1994. The first two 
correct entries picked out of Jo's boots 
(you should see them! 1 ) will each win 
a pass enabling two people to visit 
their nearest UCI cinema once a week 
for three months. Great, eh? 



, j- ■ * ^ »»VIIU VVHi Ljclin- 

.~t\ ered around me, listening intently , 
jSdge of the room. I was being and laughing as my hilarious punch 
nded to by three top stylists j lines were revealed Then I bought 
uvereafl cuttinqmv hair at the: ^nm^n no ^ i, = i*.«* i 3 l 



same trme. But my hair was grow- ! ufer. And English too " 
. ___ j 
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ley (Edmonton, Lond 



'* am UCI cinema completes all over th 
,_u win you will be able to us* y(wr vau 
at any of the exciting, wondrous locations 
below: 

Clydebank, Sheffield, Dudley, Oerby, Gatesh 
Mitton Kejnws, West rnurrock, Bracknell 
Warrington. High Wycombe, Pool*. Swan ie 
swater (London) East Kilbride, Telford, i 
\, Solihull, Edinburgh, Taltaght (Dublin), 
worth, Hull, Sutton. Portsmouth and Lea 
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"....Awesome...! 

"....Breath Taking...!" 

"....Heart Stopping...!" 

fl game to die for! 
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We're going to do a quiz/* said Simon. "A test to sort the wheat from the chaff, the 
men from the boys, and the real programmers from the land of the thick people." "But 
who shall do it?" asked the heaving throng. "Andy Nuttall, " replied Simon, "because 
he's a bit of a spanner head.*" And sure enough r he was. 
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INTRODUCING-. .THE CONTESTANTS 

We just luurve name-dropping here at The One. Dimcey, Monty, Bray- 
bruokey, urn. Molyneuxey... we really mix with the jet-set. However, 
we realise that not everyone can be as great as us, and that's why 
we've provided — just for you — this exclusive team photo of the 
Brainiest Prog hopefuls, taken at the entrance to the Quiz-chamber. 



******** [**f [* s- 




B»ck row, /eft to right: Jason Perkins, Shdun southern, Peter 
Molyneux, David Braben. Front row, left to right: Michael 
Montgomery, Andrew Braybroglc. Mevlut Dine, Simon Byron, 
Archer MacLean, Julian Jameson (Jools to his fiends). 
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Some of those programmer- 
types, they must be bloody 
clever, eh? Look at some of the 
games around: Jimmy White's Snook- 
er — now that Archer MacLean, he 
must be pretty intelligent. Then 
there's Kid Chaos — try to match 
Shaun Southern in the brains 
department and you'd come a 
cropper, I'll be bound. And 
Populous 2 — well, Peter 
Molyneux must have a head 
the size of a planet. 
But hang on, just how clever 
are they? Do they really know as 
much about the Amiga as their 
games would suggest? Although we 
love them all, we don't think some 
of them are half as clever as they're 
made out to be, and per- 
haps it's about time 
we exposed them 
as the bunch of 
thickies that they 
are. So, shunning 
the obvious "does 
anybody really care?" 
thoughts, we decided to 
put them to a test. A quiz, in fact, 
which we've tentatively titled the 
'1994 Brainiest Programmer in 
Britain', er, 'Quiz'. 

To be fair, some of the would-be 

'students' we asked to do the quiz 

hadn't actually programmed an 

Amiga for some years, but they 

bravely agreed 

to take part 

anyway r The 

Great Peter 

' Molyneux, for 

instance, 

had no 




delusions at all about grandeur: "I'm 
thick, you know. Really. I haven't 
really done any 63000 stuff since 
Populous 2." 

Hold on a minute! What's a 
68000, then? Well, while you're 
reading this article you'll probably 
come across a number of terms that 
might seem a bit, er, tec hie, We're 
not going to explain them — 
indeed, we don't even understand 
some of them ourselves — but 
hopefully they won't spoil your 
enjoyment as you witness Britain's 
top programming talent quite liter- 
ally squirming in their rickety exam- 
ination chairs. 

"Is it really technical? I'll be real- 
ly bad at it, then, I'm crap," predict- 
ed Mev Dine. Is this really 
the man who 
designed and co- 
wrote First Samu 
rail? And how 
about the up-and- 
coming brilliance of 
Ruff 'N' Tumble pro- 
grammer Jason Perkins? 
Reduced to tatters under the threat 
of The One's spotlight, it seems. 
"Oh, I've done nothing on the CD32 
or the AG A chipset," he wailed as he 
prepared for the first question, 

Even Archer MacLean, a veteran 
programmer we should all recognise 
for Dropzone and Jimmy White's 
Snooker, became nervous when 
faced with our questions- "In the 
past two years I've had to think 
about NES, GameBoy, Master Sys- 
tem, Game Gear, ST, PC, Mega Drive, 
SNES, Saturn, PSX. And the Amiga 
to some extent because I had to 
remaster Snooker. So you 
'.can understand, I'm a bit 
jVusty!" Great Big Showoff. 
Cast your eyes over the 
page (metaphorically, not 
physically) and you'll find the ten 
fiendishly technical questions 
which make up the quiz in the 
first column. If you feel that you 
uld be a part of the British pro- 
gramming elite too, then perhaps 
you might like to 'have a go' your 
self. Before you look at the 
answers, jot down what you 
think. No peeking now. 



lur- 

o 







FEATURE 



1 1 What should register dO 
contain it trying to open 
(he jiofjhkb.libidty for an 
A12uu-st>ecific program? 






i\ What is the name of the 
taini chip resident in the 
Amiga C.D32? 



S\ Hum many hit plan* 

ii-uh inodu are there on 
an ASOOV600? And On an 
A12007. 






4| What Ik the bflOOO VBR 
register? What wuuld it 
contain on an unejipanded 
ASOu' 






b| Hnw many hardware 
sprites are there en in 
AliuU and A5007 lift the 

nunnium huriiOntal size 

of each sprite. 



6} What dues ll>CMH 
Stand fur? 



M What dues AGA stand 

tur ' 



bj Or) an ASOO, if your dis 
play fetch start was set to 
Sid-, hurt many hardware 
sprites would you be left 
with? " ■■ 



•i) Nuw many sectors can 
you icfueei-e out of a track 
on a Du disk, while still 
retaining a reasonable 
reliability? 



ANDY 
BRAYBROOK 



Er. I need the version number, really. You 
try to open the version number that yon 
need, and if it's got a greater one than the 
one you need you're okay, bo, on an A1JO0 
you need at least 39 in there. 



m 



Erm. well, it's the chunky or the planar chip- 
It's probably got one of these woman's 
names as well, hasn't it? Bridget, perhaps? 



That's a tricky one, because I don't know 
what you mean by "fetch model-" I would 
have said 1, but it depends do my interpre- 
tation of the question. On the A120Q it 
should, I think, he 4. 



The Vector Base Register. On an aid 6S000 
the track vector* and stuff have to be at 
Ideation 0, but on a 6BDZ0 you can put them 
anywhere you want using; the VBR, So, dif- 
ferent talks could have a completely differ- 
ent *et of vectors. The 6S000 doesn't have 
one, because It's a 69020 register. 



u 



Right, well they've both got & sprites. On an 
A500 they're each IS pixels wide, and on an 
A1J00 they can he 16, 12 or 64. 



41 



Can I just write that down? (Silence] Erm, 
have no idea. 



SI 



Advanced Graphics Architecture, 



u 



That's normally the sort of thing I'd look up 
In the hardware manual! With 136 you get 
them all... urn. I think you'd get about 5. 



U 



Well, a standard Amiga uses 11, but I think 
you could probably push that up to 13 er 



0J 



ARCHER 
MACLEAN 



Is this using the operating system? I've never, 
ever used the operating system on an Amiga, 
The first thing I do when I write any program 
is to completely chop It out, and use my own 
code. The operating »y»t«n**is immensely inef- 
ficient, and any good Amiga programmer will 
bypass it completely. 

(3 



DAVID 

BRABEN 



Er, well it will probably have something to do 
with pulling data off the CD.., or it could be an 
FMV Chip. 



ID 



Fetch modes? What are you talking about, scan 
lines and stuff? Well, you can have up to five 
bit planes on .in A5QD, 10 presumably there are 
five... oh, you said modes- Ah. well, there 
would be quite a few, probably — and more 
on an A1200. I keep thinking back to the days 
of the Atari aOD, which was very similar to the 
Amiga — some of the chips had the same 
name*, and some of the hardware — it was 
partly designed by Jay Miner, who worked Q j 
on the Amiga. Did you know that? 



VBR? Oh, blimey- It sounds like something to 
do with buffer control, or something. Vertical 
Blank Register? Oh, hang on, it's probably a 
Vector Base thing, isn't it? Like on the PC, you 
can have a fixed offset which adds on to all 
the address commands. It's there for multi- 
tasking or multi-interrupt-type systems. 
Probably- I* that right? On an ASM, It 
would contain the value 0, if it w» there 1 
.11 *M- ^ 



B, I think, Or are there 1 6? Ho — S. On the 
A1 Zuu — ooh, 32, I reckon. As for the sizes, it i 
16 on an A500 I know that! — and that's 
probably the same on an AtJOfl. 



What is it, like an acronym or something? Can 
you give me a clue? Interactive Data 
Compression, er. Ratio? 

2 



Advanced Graphics Adaptor, or 
something. 



B 



Ask Andy Braybrook! Whatever he says will be 
right, Hang on, what was the question again? 



21 



I'm an expert on this subject on the ST, 
because I had to write directly to the drive 
control circuit. But on the Amiga? Oh, about 
10, I would imagine, 



Well that's a stupid question I You're proba- 
bly looking for 3°., because if you call it with 
34 or so, it would be backwardly-compatible 
with earlier machines. If you call 31, which 
was the original A10DD, you'd be asking for 
31 or Above. If you go with is. you're asking 
for 39 or above, so it won't work on earlier 
machines, ]*l| 



Oh, it's got lots of silly names. I don't think 
It's actually an extra chip — it's just some 
space they had on another chip. It's the piece 
of hardware that does 32-bit data conversion 
into 32 pixel values, They did give it a name, 
but I don't know what it is. 



a 



This could mean several things, It could be 
how the hardware fetches, or how it appears 
to the processor. The answer's 1 on an A500, 
and... 2 on an A120D. I think. 



3) 



It's a register in the 611010, 68 020. 69030 and 
64040 chips- It'* called the Vector Base 
Register, and It's for storing the position of 
hardware vectors which, on the €0000, are 
always at 0. You can run a later version of 
[hi- apt-rating system on it, if you're running 
with *n accelerator card, 



8 on an A500, and on the A12M... wait a sec- 
ond, I think iff still a. but I'm not really a 
sprite person, The tdef? Probably 16 on an 
AS 00, and I don't think that was improved 
for the A1 200 . I didn't really try it, though, 
because I onlyused it for things like mouse 
pointer* I 



Ah, erm, I've heard it's to do with the CD32. 1 
think it's a mnemonic for one of 
Commodore's driver*; I can't think whether 
it's for the battery-backed RAM or 
for the CD. <2£J 



Advanced Graphics,,, erm, either Adaptor 
or Architecture, Architecture, probably. 



You'd still have all B. 
affect it. 



don't think $19 would 



u 



It depends on what kind of error you can tol- 
erate, I'd guess at 24. Oh. sorry — that's for 
MD disks. I think It's 12 for the PL. so it's 
probably 1 Z on the Amiga too. 






101 What is Enforcer used 
for? 



* VJ I I L L 



Oh, this is one of those silly prngrami that 
Commodore has for tracking down bugs In 
the operating system, I think it checks to 
see if you've made a write to a low part Of 
memory, or something. If s not something I 

(2) 



Er, I've never heard of it. 



It depends on what hind of error you can tol- 
erate, I'd guess at 24, Oh. sorry — that'* for 
HD disks. I think it's 1? for the PC. «i it's 
probably 1 2 on the Amiga too. 



OJ 



a 



^!iir 



Tie- breaker: 

Who's best, Mario or 

ionic? 



<i trick 



TOTAL SCORE: 16/23 

tie-breaker: 

Oh dear, oh dear, Mario's certainly got a 
more illustrious career, hasn't he? He's been 
around longer, and he's become a superstar 
bruusr of his tame, as Opposed to Sank 
who ha* been heavily hyped. I think Mario's 
done more, what with his Kartlng and 

Painting, and he was drumij in Ihi- arcOajBf, 
originally... to, Mario, then. 



TOTAL SCORE: 5/23 

tie-breaker; 

Why don't lions and tigers fight in the wild? 
The simple answer is because they live in dif- 
ferent continents — and Sonic and Mario are 
the same. Sonic's huge in Japan but smaller in 
the Stares, while Mario's the other way about- 
It pressed I'd have to say that Mario's the best, 
because he's the first plumber to ever make, 
me sweat — back in the days of Donkey Kong. 



TOTAL SCORE: 14/23 

Tiebreaker 

Well, that's a dreadful questionl [laughs], I 
can think of some rude answers, I'll have to 
say neither, really. It's like comparing Tom 
and Jerry and Bugs Bunny — totally irrele- 
vant 



JASON 
PERKINS 



JOOLS 



MEV 
DINC 



THE REAL 
ANSWERS: 



Ohhhh... I know thi*. do should contain... it's 
thr pair t*jr to th«. name of the graphics.library 
lilt, so I'll S4y, »r, 0, which Is the default 



o) 



(Roar* with laughter] li that the cash regi' 
ter? A till r or something — one of those 
things you get in a shop. 



D 



Not a clue. We don't us e the operating system, 
you see. Shall I guess? Okay, the address of thr 
parameter block, I suppose. Oh, I see — it'* a 
number? Oh. well I dont know. then. 



1> 39 



Goad grief... oh, I don't know anything about 
the bloody CD3Z — it's probably the Obese 
Super-hug* Agnus, or something. It must con- 
trol the CD driv*. though. 



Oh. God, what's the name of that famous 
< hip Shop in Grim* by? Oh yes, Alt Ramsey's 
— it's called an All Ramsay. 



Okay, er... pass. This isn't going wary wall, is It? 



2) Akiko (Accept planar, 
chunky or byte-par-plxeJ for 1 
point) 



OJ 



0] 



m 



I'm not sure-. Erra, there'* 1, 1 think- I'll say 2 

for the A 1200 



The what? Ha, ha. Oh, a couple of million. I 
would hjvc thought. On the 1 jog? Qh. God, 
there's got to be mora than that. 



What ant they? Oh, for iri thing the bit planes? 
I don't know — 57 On 1h* Al 200 I'd uy anoth- 
er 2 — 1, 



3) 1 and 4 



a 



m 



m 



Vertical Blank, 
idea. 



something-or-other. No, I've no 



Oh, y«, the old VHP register. I knew this... 
Oh. Cod... Blimey, this is like Blockbusters 
now, isn't it? "Oh. Cod. I just know thi i 
one!"' Oh, juit say "after numerous rude 
suggestions, he didn't have a clue," 



Erm, must be something to do with V-Blank, I 
suppose. Vertical Blanking, On an unsapanded 
544? Oh, probably 0. at a gun-. 



4) The Vector Bjw Hegisi it 
contains th* ban? address of 
the 6B0M exception vector 
table in memory, nothing 
it rick question). 



oj 



D 



m 



Maximum on an A500 ? B. On the Al 200 there 
are 8 too. The max sizes are IB on the A5Q0, 
and 64 on the A12QQ. 



4J 



3, and a quarter. And probably less on an 
Al 200. Yeah. I could say the maximum sizes, 
but it's boring, isn't it? You don't drink 
beer, do you? 



rtl 



ir... B. And on a 1200, er„, ft, Oh, God this is 
just like being in school, except it's worse, As 
for the sites, I'd say they would both be the 
same — 64. We hardly use hardware sprites, 
though — the only time I really used them was 
for some moves in First Samurai, 



5) 8 on A1 2 DO and ASO0, 64 
pixels on AtJuQ, 16 pixels Or 
MM 



U 



Ah, now I do AmigaDDS programming. It's the 
Communications Message Port, which In a pro- 
gram is where Intuition tells you that you've 
clicked on an icon, and things. So Intuition, er. 
Direct Communications Message Pert. 



No, I haven't got a clue. 



M 



IDCMP? Oh, this is the little card, isn't it? 
Something they used as part of the ASM - 
credit card-type thing. 



the 



121 



«;■ Intuition Direct 
Communications Message 



Advanced Graphics Architecture. 



1) 



AGA, er, no idea. Again, 



Q\ 



Advanced Graphics Architecture, 



u 



7) Advanced GfapMc 
Architecture 



Oooh, ah... I would say you would only lose 1. 
Or 2, Either 1 or J — oh, blimey, 1 and a half! 
No, I'd say 1, so you'd be left with 7, 



Fetch start? I don't know — what's a hard- 
ware sprite again? 



Oh. ..I dont know — 4? 



*)S 



SI 



ipj 



oj 



If you've got 80 tracks, then you'd have B00 
divided by 80 which would be 10. So, I reckon 
you could probably squeeze 12 out fairly com- 
fortably, 



31 



I tall you what — I'll take you down to the 
pub one time, and teach you how to drink. I 
might even let you have a draw on my 
cigarette. 



OJ 



82. Oh, out of a track? Er, I don't know, 4) 12 

OJ 



Hn-unm. Enforcer? It it for CDJ1 Stuff? I'll have 
to past on that on*. 



D 



Bloody hell, some geezer's just walked past 
me asking for business, Seriously I He's got a 
white T-shirt and a black waistcoat, and he 
said "Have you got any business, love?" and 
now I've completely forgotten the question 



Enforcer? Never heard of it. 



Si 



10) To trap illegal memory 
accesses of a code within a 
system 



m 



TOTAL SCORE: 11/23 

fie breaker: 

I'd like to think neither, Ruff Rodgers is far 
superior, because he's quicker than Sonic, and 
smarter than Mario. 



TOTAL SCORE: 0/23 

Tie-breaker: 

Right, I'm just getting out of the car now, 
and chasing after this guy with the waist- 
coat... 



TOTAL SCORE: 5/23 

Tn--ttri'jki-r. 

Er... Mario Is better, because he's got more 
gameplay. I think that Sonic was something 
that Sega had to do to compete with Mario — 
to match Nintendo's success, They made it dif- 
ferent enough from Mario, which was a bold 
step, but I feel that Mario wins out in fh» #nd- 



Tw-breaker; 

Neither. We'd accept Cjork, 
Jam** Pand, Zant. flo baend, 
fftfff Rodger*, Patty, one of 
the characters from 
Dangerous Streets, Hulk 
Hogan, Bonnie Langford. 



j^A 




MONTGOMERY 



PETER 
MOLYNEUX 



SHAUN 
SOUTHERN 



1) What should) register dO 
contain if trying to open 
the graphics library for an 
A 1200 specif k program? 



Paints avjildblc: 1 



Oh, arm. I've got no idea. I never use the 
operating system, you see. 



a 



Well, that's a tough one, isn't it? Vnu git. What 
is, it, a number? Mow, I think; is thai EFFPQ, or 
just DO? Well, it should contain the number of 
planet... no, want; the number of colours that 
ydu, er... the screen... no. ntf it's nothing like 
that, ■* it? Can we come hack to that one? 
(Later answers "I remember the 
number 39 from somewhere. ~] 



a 



Err,,, let's **y. point*? to a bit of tesrt an 
6C.. oh, no, that's, the wrong one. Oh, unv, 
let't try [laughs]. I'v* never actually 
opened trie graphic* library! 



m 



1) What is the name of the 
extra chip resident in the 
Amiga CD32? 

Points available: 3 



What do you want, the name? Oh, I don't 
know, I think it controls the CD,,, oh rw, 
wait a minute! The CDJ2? Iff. the on* that's 
to-, er... control the brtplanes, ft Convert* 
them to byte-per-piael. 



[Confidently] Art, now it's the planar chip. 
What, that's not the name? Oh, well, it's 
called... Bob. 



Oh, Gnd. 
Susan. 



think of a girl's name Let's say 



a 



a 



3\ How many bit plane 
fetch modes are there on 
an A500,'&E>0~> And on an 
A 1200? 

Points available: 2 



On an Amiga 500? 1 . There are 3 or 4 on an 
A1 200, but which is it? I think one of the 
modes is the same,,, oh, I'll say 4 



31 



Bit plane fetch modes, bit plana* fetch 
modes,,, How many bit plane fetch modes are 
there... hmmm,,, About 47 And there are prob- 
ably more — there could be as many a» 6 or B 
— on the Amiga 1200. I'd have to say that if* 
probably-. s. No. s. 



Hmmm, there should only be one, I think 
there are four on the A1200, 



0) 



m 



4) What is the 69000 VBP 
register? What would it 
contain on an unexpended 
A5007 



Points available: i 



Is it something to do with video? VHR regis- 
ter? Oh. no — it's th* Vector Base thingum- 
my. The 6SQ00 doesn't have one, does it? 



£1 



The Vertical Blank Register. Probably. No, it 
must be something to do with the interrupts., 
an interrupt mask, or something. Oh. I know 
this one. I can see the page.,. No, no — I don't 
mean literally, I mean in my mind-, eye. Oh, 
it's probably some silly Motorola name like 
Virtual,, oh, hang on, it's Vector, of course. 
Vector, Byte Register. Ma. Base; yes. 
Vector Bih Register. And it would con* |~si 
tain... nothing. 



It's a Vector Base Register, but there 
shouldn't be one on the bflOOO. It's used to 
change addresses without having to change 
the interrupts, so you change where the base 
of them is. 



m 



i| How many hardware 
sprites are there on an 
A1ZDD and AS00,' List the 
rnjKimLim horizontal size 
of each sprite, Points 
jvailable 4 



Hardware sprites? B. On tooth- Horizontal — 
that* Width-Ways, right? There's 16, 32 or 
64 Oh «n A1200, and just 16 on th* ASOO. 



There's a maximum of 8 on the 500. and on the 
1200... 8 again. 1-6 pixels max on the 500. and 
64 on the 1200. 



Eight on each, The maximum sixes are 64 on 
an A1200, and 16 on an A500. 



ffl 



4J 
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*J What does IDCMP stand 
for? 



Points available; 3 



IDCMP > Never heard of it. tit must be an ID 
Compare number, though, I reckon, ID-CMP, 
see? I've used my brain. 



m 



I.O... CMP. L. don't... know. It must Stand for 
Intuition, erm. something, It has to be a 
Message Port, and the D must be for Direct- 
Trie c. I don't know,., Commi, 



[Silence]. IDCMP? Er, I don't know. 



£1 



7) What does AGA stand 
for? 



Points available. 1 



AGA? Advanced Graphics... [long pause, 
then a quiet whisper "What does AGA stand 
for, Steve? 1 *] I must admit. I don't 
know. Advanced Graphics... urn, ft* 

Agnus. Is that wrong? 



AGA? Should be an easy one. H must stand 
for... well, I know that the first one stands for 
Advanced, the second one mint be 
Graphic, and th«> third must be uoh... • _ | 

Adaptor- yl 



Is it Advanced Graphics Adaptor? Something 
like that, anyway, 



OJ 



8) Oft an Asoa. it your dis- 
play fetch start was set to 
628, how many hardware 
sprites would you be left 
with? 
Points available: 2 



That was Advanced Graphics Array, the last 
on*. Sorry, what was It? 28 hen? Can you 
repeat the question, please? 2B? God, I 
hope you're not going to print »1I of thi*- 
Right, 28. Can I come back to that One? 
[Later answers 5] 



Set at *38? Emr, oh.., set to S2B. I thought you 
meant, erm... on the A1200, you said? On the 
5D0? Well, I'd have to say 6, then. 



Five. 



u 



m 



9) How many sectors con 
you squeeze out of a track 
on a DD disk, while still 
retaining a reasonable 
reliability? 
Paint* available.: 2 



Squeeze? You mean using the operating 
system? 82. Oh, sorry, you wanted sectors, 

didn't you WpII rr.li.ibly. 13 - but unreli- 

jbiy. * lot more. 



Oh, well that's a bone of contention. Isn't it? 
On a normal OP disk? Urn, 10. 



I'll say 12, as a guess. 



OJ 
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1 0) What is Enforcer used 
for? 



Points available: 2 



It's a debugging aid, isn't it? For the oper- 
ating system. I think it checks the memory, 
to see if the program's writing outside the 
bounds of memory. I »»| 



Oh... oh, it's to do with illegal memory reads 
and writes, to Stop illegal out-of-bounds 
addressing. 



2) 



It's a debugging tool- It's used with an MMU 
to make sure programs don't writ* to areas 
of memory that they shouldn't- 



SI 



Til' bn-aliiT: 

Who's best, Mario or 
Sonic? 



No points available — it's 
a trick question. 



TOTAL SCORE: 15/23 

fie breaker: 

Mario or Sank? What the hell's that got to 
do with the Amiga? [laughs] It's rather a 
difficult question to answer, that one, I 
think it has to be Mario, because it's more 
diverse — there's more variation in the 
games, whereas ionic's just z platformer, 
With Mario you've got Mario Kart, Mario 
World and everything, so there's more vari- 
ety. Right, what did I score? 



TOTAL SCORE: 14/23 

Til hraaaTeri 

Well, of course. Sonic. Has to be. I mean, 
Mario's « sodding plumber, isn't he? If we go 
back, and I said to you "Hey. I've got this great 
game, and it's about this plumber," what 
would you uy? Something like "Thanks very 
much, you'll be getting 30 per cent I" Mario 
wins out on gam * play, hut Sonic wins Oft 
well, originality I guess. So there you go, 



TOTAL SCORE: 15/23 

Tie-breaker: 

Can I say anything? Okay, well, definitely 
Sonic, A lot of people say that the old garnet 
are better, and that thegemeplzy's more 
important, I think the graphics and the 
gameplay of Sonic is the best: and the only 
people who think Mario's better will be old 
stick-in-the-muds who think Pong has the 
best gameplay ever, Or something. 



^!3 



F E A T U 




SIMON 
BYRON 



THE REAL 

ANSWERS: 



fau shouldn't open anything on an A1200 
unlets you want to break the key^ 



Ql 



I Oh Cod,,, Simon) 



D 



Three ana standard ASOO, and four an an 
A1200. 



a 



It's where you register your UHR%. GflQOO times. 
On an unexpended A500 it would contain some 
'things 1 . 






1)39 



2) Akiko {Accept planar, chunky or 
tayte-per-pixel for 1 point J 



AND TODAY'S LUCKY WINNER IS— 

PLACING CONTESTANT OVERALL MARK 



2 
2 
4 
4 
6 
7 
7 
7 
10 



SHAUN SOUTHERN 66% 

MIKE MONTGOMERY 66% 

DAVID BR ABEN 61% 

PETER MOLYNEUX 61% 

JASON PERKIN5 48% 

SIMON BYRON 22% 

MEV DINC 22% 

ARCHER MACLEAN 22% 

JOOL5 0% 



3) 1 and* 



4) Th* Vector Base Register contains 
t hi' b.iM' .iddress of the 64000 excep- 
tion vector table in memory. Nothing 
(trick question) 



here are 32 hardware sprites on an AT ZOO, 16 
on an ASOO. Th* maximum horizontal sire* are 
256 pixels and 1 S pixels. 



a 



I Don't tare. Matey-Pants . 



m 



Advanced Graphics Architecture 



u 



A few less than if it was set to 514, Do I ( 
half a mark for that? 



D 



12. Or more. Or less. 



® 



Hupping Edward Woodward in gainful employ 
merrt- 






5J 1 B on A12D0 and A500, 64 pixel* on 

A1 1M, 16 pixels on ASOO 



S) Intuition Direct 
Communications Message Port 



7) Advanced Graphics Architecture 



*)S 



9) 12 



10) To trap ille 
gal memory 
accesses of a 
tads- within 
■i lyftem 



TOTAL SCORE: 5/23 



Tit-breaker; 

Thij question has been posed many timt-i jnd the answer is not as clear- 
Cut *» you may expect. Although the Mario games are undoubtedly 
infinitely more playable than the Sonic gamps, Sega's hedgehog scores 
wrlth if. beautiful graphics and fast-moving platform action, Of course, 
the Sonic games have been accused of being too samey — and this is true 
— but the iime can be said about any sequel (apart from Robocop 3, of 
course}. Sn to criticise it for merely adding new levels and slightly tweak- 
ing a few g jmrpl.iy elements is unfair. The thing to remember, though, is 
that both character) have had the marketing resources at multi-national 
companies behind them, and a huge team of designers and programmers 
worked together to create the ln-g«mt features and level designs. Mott 
British platform games are designed and programmed by relatively 
small teams, meaning that they have to put in a lot more effort in orde 
to come up with an equally playable game, In short, the answer is nei- 
ther, But try fitting all this teat into your bloody stupid chart, you git. 



So there we have it; Andy Bray- 
brook is the Brainiest Pro- 
grammer in Britain 1 994. Offi- 
cial, like. And what did this, 
newly- discovered deity have to say 
for himself? "I'm disgusted that I 
only got 70%," Spoken like a true 
professional, mate. "No, I'm pleased, 
really," he added, "but it looks like 
us programmers will have to do bet- 
ter next time," 

The fiendish questions uncovered 
more than a couple of surprises. 
Three, in fact- "22 per cent? No — 
you're kidding! 22 is my bad num- 
ber," enthused Archer Maclean, 
seemingly unabashed by his joint 
7th place (alongside Simon, who is, 
of course, a bit of a spaz). "To start 
off with, it was my school number, 
and there are countless examples of 
how 22 has been bad in my life. Duff 
reviews of my games appearing on 
page 22, clapped-out old cars with 
the number 22 in the number plate. 
Anyway, I'm pleased that I nearly 
came last — I would have rather 
been last, to be honest. At least 
there's some honour there." What a 
guy. What an ego. 

And then there's the old stalwart 
Mev Dine 
who, des- 
pite early 
form, 
lacked the 
im med iate 
knowledge 
necessary to get 
a good mark: 
"Well, considering 
haven't really 
programmed an 
Amiga since 
First Samurai," 
he said, "I must 
be happy with 
seventh." Ahhh. 
Shaun South- 
runner-up status 




didn't come as too much of a sur- 
prise, because he had just complet- 
ed both the ASOO and A1200 ver- 
sions of Kid Chaos — so he should 
know the Amiga inside-out, really. 
In fact, we thought he had original- 
ly won the competition, but he was 
relegated to a last-minute second 
place after Harry taught me how to 
add up. "I'm really glad I didn't 
come first," he commented, 
"because I'm not sure I could have 
handled that." Phew' 

Mike Montgomery, joining Shaun 
in second place, could hardly contain 
his joy: "Brilliant!" yelled theCnaOf 
Engine programmer. "Good fun I'm 
not doing much programming from 
now on, though; more management 
stuff than anything. So it was good 
fun, really." David Braben, though, 
had different ideas: "They were 
interesting questions, but I think 
they were a bit too specific, It would 
have been Better if they'd 
approached a broader range of top- 
ics." Ooooh hoity-toity! 

"I'm v-ery happy with that," said 
sixth- placed Jason Perkins. "It's quite 
interesting to see Simon up there. 
When I saw him before he was talk- 
ing about getting into program- 
ming, and this means he could prob- 
ably do it. And teach me a few 
things, I reckon, because it seems I 
need it." 

We did try phoning Sensible Jools 
for a comment, but his Cellphone 
was "switched off." Presumably he 
was drowning his sorrows having 
picked up a speeding ticket just two 
days ago, after collecting his new 
blue Porsche the day before. Git, So 
the last word, then, must go to 
Simon, who took the quiz merely to 
"add a bit of comedy" and to make 
up the numbers, but ended up with 
the biggest surprise: a respectable 
tie with Archer and Mev. "Good," he 
said, i thank you, A 



THE QUESTION MASTERS: 

Thanks to the following for setting the 
questions (and so you know who to blame 
if any of the answers are wrong}: 

Kenny Grant A Toby Simpson 9 

Will Bell • Craig Howard • 

Simon Leg gelt 
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Magnetic Fields uses a 
bit out at Wagner's 
'The Ring' for its 
title music. The same 
piece was used in the 
movie Excalibur, 
which is about King 
Arthur and a magic 
sword. Some prats 
claim Arthur was 
Welsh — just like 
Andy Nuttall. Join our 
Rarebit as he fails to 
'cut the mustard', 
with a cheesy line in 
questioning featuring 
more tenuous connec- 
tions than Railtrack 
on a Wednesday 
morning. 

T initj and pldce: a sunny after- 
noon in Llandudno, a thriving 
seaside resort in North Wales. 
The stent; a small-but- perfect I y- 
tormed watering hole called The Cot- 
tage. Around a table of Said public 
house sit five blokes — well, four 
blokes and me, at least. As Mr Chip, 
the quartet produced C64 and Vic-20 
games at the rate of roughly one a 
month, and then in 1988 they set up 
Magnetic Fields and started making 
games for the Amiga. 

Having created the lotus trilogy for 
Gremlin, Magnetic Fields has now 
turned to the platform genre with Kid 
Chaos, released through Ocean. So 
without further sdu, ladies and gen- 
tlemen, I give you Doug Braishy, who 
owns the lot; Shaun Southern, who 
programs most of the games; 
Andrew Morris, who draws pictures, 
and Peter Liggett, who designs the 
levels dnd tests the games for bugs. 

Ai Mf Chip, what sort of gomes were 

you releasing? 

Doug: Mr Chip was set up for 8-bit 
machines, so that we could publish 
gam«s ourselves, I originally bought 
a Vic-20, and there was a lad I knew 
who was writing databases and stuff 
like that. We launched Mr Chip with a 
few of his utilities — which weren't as 
yuod Ai we thought at the time. 
There was a bug in every one. So we 
learned quickly that games were the 
thing to get into. And that's how I 
met Shaun. 

I think the first one was Jackpot, 
wasn't it? On the Vic-20. I 
remember, because I thought it 




was brilliant — later on, Shaun did a 
C64 version, but even though it had 
better graphics and stuff, the Vic ver- 
sion still played really well. 

Some of the Vic-20 games Mere 

amazing — considering they were in 

3.5K of memory. 

Shaun: Yeah, they were very good. 

Jeff M inter's Gndrurtner, and Attack 

of the: Mutant Camels and 

things. They were great 

games. I recently made 

up a video of some of 

my earlier games, and 

some of them were 

awful! Especially the 

ones I did with 

scrolling messages on 

them — thanking 

Radio 1 and Steve 

Wright and stuff, -and 

saying that I liked such 

and- such a band. 

We know a few people, like Gary 
Penn, who still maintain that games 
aren't as good as they used to be 
[yeah, don't we know it? — SimonJ. 
Well, some of them were all right 



Where did the name Magnetic Fields 
come from? 

Doug: When we moved into 16-bit, in 
about 1988. we thought it was about 
time we had a more sort of up-mar- 
ket name. 

Andrew: And we were quite big Jean- 
Michel Jarre fans at the time. 



£ £ I wouldn't 
mind doing 
another rac- 
ing game to 
be honest 4 M 



Ah, Say no more. 

Shaun: Michelangelo 
actually thought of 
the name, I think. 
He worked with 
us at the time. 
Doug: Michel- 
angelo Pinani, 
his name was. 
A bloke of Ital- 
ian extraction, 
obviously. [Er, yes 

of course] 



He wasn't a graphic 
artist, by any chance? (You git. 

Andy — Simon), 

Andrew: No, he was a programmer. 

Doug: There's a cracking crew calling 

themselves Magnetic Fields too, I 
with decent ideas, but they were no think. Now and again we get phone 
way better than the ones you get calls asking if we've cracked certain 
today. Incidentally, I know a bit of games — but I won't tell you our 
hot, juicy gossip about Gary Penn, if answers to them! I think now they're 
you're interested,,. . starting to release PD stuff, still call- 

ing themselves the same name! 
Please, telt us more... 

Shaun: Gremlin invited a load of peo- What games hawe you done so far on 
pie down to a racing thing in Brands the Magnetic Fields label? 
Hatch as a promotion for Lotus, Any- Doug: Er, Super Scrambte, then Super 
way, we all had a go in the cars, but Cars, then Lotus 1. Then Super Cars 2, 
Gary couldn't fit in his... [much snig- then Lotus 2. And then, urn, Lotus 3 
gering ensues]. Kid Chaos is the latest. 



Is Kid Chaos the first program you've 
done for an Amiga 1 200? 
Shaun; Specifically, yes. It's the same 
code as the A500, and the same 
game play — it's just the colours that 
are different, really. It's the first game 
we've had to invent a storyline for — 
up to now It's always been "race your 
Lotus around the track." [laughs] 

Was Kid Chaos as difficult to create 
as it looks? 

Shaun: Urn, yes. Very, very difficult, 
There are only four colours in the 
background, and eight in the fore- 
ground. We actually change the 
colour palette on each line to give the 
impression of a lot of colours — but 
there are never more than four 
colours in the background, 
Doug: In some ways the game would 
have done better if we'd finished it a 
year ago. 

.Andrew: Yeah, When we first started 
designing Kid, Sonic had just 
appeared on the Mega Drive, If we'd 
put it out within a year of that, in the 
days even before Zoolj then we 
would have had something pretty 
original on our hands. 

Are you big fans of Sonic? 
Shaun: Yeah. We like Sonic T and 2, 
and especially Sonic 3. Some of the 
graphics and levels work together so 
well — they're great games. 
Andrew: I don't think we could really 
compete with Sonic Remember, the 
development teams behind the 
games are huge; and of course the 
Mega Drive's very good at doing that 
sort of game anyway. 
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The 

band's 

next project is 

A Concept album. 

Do you miss programming the small 
machines? 

Shaun: I think Traifbtaz9f, the first 
game we did for Gremlin, was an 
example of a game which worked 
really well on that format. If we tried 
it on an Amiga it would be difficult 
to do it the same way,- so the 
chance* are it would be slower We 
used to write games on the 64 for 
the 64, because that's what the 64 
was good at. And because the limi- 
tations were always being broken, 
effectively, people kept coming up 
with original ideas — and that's what 
I miss most. 

Do you feel that you pushed the £4 
pretty hard, then? 

Doug: Speaking as a n on- program' 
mer, I think that they did. We had 
reviews of Traiibtazer and Cosmic 
Causeway which basically said "you 
can't do that on the 64." 
Andrew: Mind you, they say that 
with the Amiga — three years ago, 
some bloke will have said that cer- 
tain games were pushing the Amiga 
to its limits, but then somebody 



always comes along and pushes it 
even further. 

Does Kid Chaos pushes the Amiga 
500 as for as it will go. then? 
Andrew: It would be hard to do 
much more, wouldn't it, Shaun? 
Shaun: For that type of game, yeah. 
To get the number of colours in the 
background, technically I don't think 
you could go any further on the 600. 
If we were writing the 1200 version 
from scratch we'd be able to make it 
better — more colours, even 
smoother scrolling and so on. As it 
was, the 1 200 version was a bit of an 
afterthought, and it would have 
meant far too much work if we'd 
wanted to go back to actually change 
any of the levels. 

Doug: I think someone's bound to 
come along and push the A1200 fur- 
ther — but the life of it is question- 
able now, isn't ft? It's a shame, 
because it's a lovely machine. 



After what you've done with an 
A 500, what do yov think o* similar 
games which appear on the A12DO 
with a single layer of parallax? 
Shaun: We usually laugh, to be hon- 
est, i've seen a lot of A1200-specifk 
games which have a parallax back- 
ground, and I think our AbOO game 
beats it. [Andrew makes a 'swelling 
head' gesture to Shaun here] A lot of 
it's to do with the way the Amiga 
1200 works. The only thing which is 
any faster, apart from the processor, 
is the screen fetch. If you want more 
colours then you have to put more 
data down, but the blitter's no faster 
at all. [Oh yes, I see — Simon,} 

Will you be converting Kid Chaos to 
any other platfor ms ? 
Shaun'. We used to convert to the 
Atari, but there's no way we could 
put Kid on it even if we wanted to. 
We couldn't do it on anything else 
either, really. Er, basically because I 



don't know how! (see page ?T for 
the awful truth), 

Doug: Ocean has mentioned the tV&UH 
formats to us, because it's really 
interested in them. I think thp first 
thing to do is to have a holiday, and 
then see what happens. 
Shaun: Maybe we'll dream up some 
idea on a beach somewhere. Any- 
thing's possible, really. 
Doug'- The other two tads. Dave 
Makin and Luga. have been working 
on a game called Crystal Draonn for 
a couple of years. It's a Dungeons A 
Dragons type of game. We're actual- 
ly looking for a publisher at the 
moment, because it's only about 
three months fmm completion. 

Is Crystal Dragon another technical 
masterpiece? 

Andrew: It should be everythinq you 
want from that type of game, but 
without really breakinq any new 
ground. It's all done very well. 
Shaun: It's kind of along the lines of 
Eye of the Behnlder, but there's a lot 
more in there. It's technically very 
good, because the q^me doesn't 
slow down when there are loads of 
enemies onscreen a problem 

which dogged Beholrlpr. 

h ft ttkk -screen, or smooth -scrolling 
like Doom on the PC? 
Shaun: It's flick-screen. I don't think 
it would be possible to do something 
like Doom on the Amiq*. Certainly 
not on a normal Amiqa you'd have 
to fiddle- it a bit. I dnn't even think 
you'd be able t<5 get anywhere near it 
on a 4000, It's a lot to do with the 
way the screen's written. Tn write a 
bit of data to the screen ynu have tn 
write one byte on the PC, but on an 
Amiga you have to write eight. 

What about using the CD 32, with fts 
fab conversion chip? 
Shaun: Well, that would help a lot. It 
would be interesting to try, because 
most PC games of that type use sim- 
ilar routines — it would he really dow 
on a normal Amiga - but rrvvnp 
that new chip would make it fnUpr 

It's rumoured that while you were 
doing Lotus you really wanted to get 
away and do something efse. Mow 
you've written a platformer, do you 
still have any urges to cover another 
genre? 

Shaun: A shoot- 'em -up, p guess. I've 
always wanted to do one of them. 
Andrew: I don't knnw; I wmildn't 
mind doing another raring game, to 
be honest- When I was drawing KM 
Chaos I was constantly thinking tn 
myself "maybe drawinq racing cars 
wasn't so bad after all." 



We'd tike To say Thanks' tn the ^".it 
Orme Copper ftfjnns, ifanrludno 
for the fantastic looking notes in 
the ground. So, er, thanks, O 



e 



n 



^ a. 



• - i tiB^lM^l IM—HI 






, ; tha best FootboflmolttgwiKflt game for your computer 
iA served thousands ot satisfied (Ujtomers during our 4 years of 
trading. Over 1 0,000 man hours (during 5 yeais) has been dedicated la 
the production of (his constantly improving gome. II is one of the mast 
realistic arid accurate repneseniiaiions ol a professional Football managers 
annual cliulenge to totficalfy out wit and arrejuflr every opponent. 
Managers : 1 to 4 Human plnyrHS, Ratings., Performance statistics,, sock 
on) offers. 3 DiHiculty levels. Manager of tV mouth and seoson 
awarded, Pools, PWk any team in any dtiwofl fr> begm with. 
League &■ Cup : Premier 22 teams, Dtwuon 1,2 £ 3 have 24 teams, 
Pb^oFfs, lahles. 7 Cup competitions with precise rules (2 legs, extra 
lime, away goal nule, seeded draws. European Cup tables, 5 subs, 
non-domestic plny« restrictions ale). Finalist lOttte io glory. 
Gomes : Yearly fiiture/previous lis!, Week lixlures/resulis. Results, horn 
previous meeting with apporienl (goes back up to 6 seasons). 



Flayers . Real life statistics reflecting the start of 93/94 season with 
real positions, height, age. lira tronsfa market. Contract & weal 
'!:.;■:! jtofK, Pieferred foot (left/right/hoih), Loots, Injuries, Trainiag, 
Spmiiil talents, Trainees, Goalkeepers (separate skill categories). 
Defenders, Midfielders, Attackers & Utiliiy, Retirements, Fomgjn 
transfers. Unhappy players, Top 10 Hoi shste 
Team : Training, laches (1 S different styles), Aggression, Formation 
allows specilic player field settings (Left winger, Sweeper eft.). 
Ckiti : Sponsorship, Ground improvements, View opponent, finances 
The Match : Real time scoreboard reporting goals 8 injuries yellow/red 
cards, Sound effects, Interventions permitted of any time to 
change (aches, formations and moke sobs. Physical gfaphkol peiwliy 
participation (optional) . Over 80 different referees. 
Other : Fas) load/save, Printer access, 20 Options to set various 
game presences. Instruction book. Easy to ploy. Technical support. 
Plus : Over 1 DO other meticulous refinements impossMe io list here. 
Editor : Allows yw to amend various items in sawd games. £12 bare 
pxj Scottish : Dedicated version details available upon request. 



PLAY BY MAIL Service Now Available 
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EASY TO PLAY Animated 



Joystick oi Mouse, 
^ 1 or 2 players 
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i his 15 a purely managerial cricket monagei gome that concentrates cm 
stiategy omj includes plenty at relevant slalislkj, The gome has been 
designed and developed by a true fan af the spoit. It replicates everything 
that a real manager has to contend with and it's o totally unique 
production mat anyone with an interest in Cricket should eicoerience, 
A summary of the mflin features is shown belaw:- 

• AXA EQUITY i LAW 1 B togs* counly teams, 50 overs per game. 

• 4 Cop competitions including Benson & Hedges, Mot West. 

• 20 different match umpires with owinate names and strictness. 

• Accurate player details Surname, height and age. 

• 27 different player attributes. Most skills hove a direct impart on the 
effectiveness of eodh imfcnrJufJs actions during a simulated match. 

• Easy player selection. All game text is dearly presented, 

• FJctt ;;; wt wwling m-: -ages Ton baiting and bowl ntj tot et 

• 3 Different irainiog intensities to boost balling, bowling or fielding. 

• Weather, pilch and light often make an impact on around condition. 




• Full match highlights lei you 

watfdi the action hail by bol with 

full graphics ond/or realislic 

sampled sound effects for 

significant events (Fours, Umpire 

decisions, eft.). Interventions ore 

permitted ot any time to change batting tactics c 



ig placing;. 
I Defend) . 



• 3 Balling/Bowling classifications (Normal, Attack an 

• Choice of ) 5 different held pkings. 

• Full scorew) results with best batting and bowling figures. 

• Other staff (Physio, LVoundkeeper, Scoot) can he hired and fired . 

• Annuel league fixtures listing. Current week and last league results. 

• View cunrent cup competition draws and historic records. 

• Real time transfer market, Player contract and wage negotiations. 

■ Sponsors, PiaVei access. Finances, Poor ground lines, Manager rating, 

• 1 5 Options to alter game preferences, Load/Save game, 
+ Instruction book with plenty of examples. 

• Plus many more fine details that we are unable to list here. 



STABLE 
MASTERS 



This game has beer, resigned to he as close to real toting os possible. 
Five yeors of development by a clever racing expert hos led to the 
second revision ol this Flat Hcfcse Rating Simulation. 
Up to 4 players can participate as Owner Trainers with the primary 
objective of becoming the top rated trainer, in respect of prire money 
won, at the end of each racing season (March to November}. There 
are up to 35 other intelligently controlled compoter trainers fD compete 
against and compare your personal performance. 
To achieve this aim you must discover a potential champion and train 
mem so that they became capable of competing well and winning any 
af the 4/ big prire money races (Handicap and Group), eg. The Oemy 
To give you an idea of the tools provided in this game to assist you 
reaching your objective we have listed the main features below - 

• 250 horses each with over 60 independent variables. 

* 26 different race courses (2 all weedier}, real life characteristics 
mirroring the Crversily of racecourses in me UK (descriptions provided). 

Wcpld Gup Gpickel Masters 



A fantastic graphical ond/or focricol representation al (Mel thai has 

been completely written by a traditional fan. You can pltyMlly 

pomcipote with batting and/oi bowling ot leave it to the computer to 

automatically handle. See full feature list below :- 

GAME OPTIONS STATISTICS 

■ 1 Day limited overs or test, * Scorecard & bowling analysis. 




HO BUT 



• 2D Jackeys who vary in ability and booking fees, Ordcis & Feedback. 

• Form took and Win Summary Cards cover the previous 200 looes. 

• Animated rote deploy ot just the result. View Declaration list fo* races 

• Very informative leport by Head stahle lod. Tipsters. Hookmokecs. 

• Racecards similar to racing press. Real life. Handicaps & Rote Types. 

• Viruses, Injuries & Vets, Load/Save game. Avrmy other items included 
Version ) is mailable- upon request ■:Simpre training & betting) @ El 5. 



ORACLE 



Open ftoional Tipping Competition ' v ■? 1 Organised 
by Eocetfll, regutoted by the Tale, this program oc'hieved' 
joint second. This led to a serious approoch from a well 
national book maker. Rejected in favour of supporting the public. 

304 wins out af 1 66, as km 2/6 to 1/9/93 

This program tells you exactly whai to do. You ate NOT 
permitted to amend our system unlike so muny other similar programs. 
How confident can you be in something thot invites amendments! 
Research £ Development Three yeors fall time race analysis and 
experimentation to refine and test the prediction system. 
Inside Knowledge : Plenty of unique hints from contacts in the know. 

< ! No racing knowledge required, easy to use, tutorial boo* 
As soon as oar programs predictions have a prolific 
impact on the betting odds we will stop accepting new buyers. 

ites Highly recommended option. II any update fails to 
break even we'll send the nexl one free of charge. From £25. 
Price Increase : Highly likely. Buy now berate success farces increase, 




24 HOUR CREDIT CARD HOT-LINE 

(0702) 600557 $-3 



Tlnree Cricket grounds 

bad /Save gome, Skill levels. 

Computer/ftumon players. 
ANIMATED ACTION 
" Sound Commentary. 

Umpire signals. 

All the strokes cut, pull, drive, etc. 

'-eals, diopped catches, run oufc. 
ncers, wides and no bolls 



Wogon Wheel 

• Manhattan Chart. 

PLAYER VARIETY 
Rated on 3 adjustable factors 
Left and tight handed players. 
Range of bolting types. 

• Editor to amend game slats. 

• Bowler fyoes include seam, 
swing, change and both types ol 
spin with 8 speed levels, 



FRIEN01Y CONTROLS 

• Icon driven with point & click. 

• forge 3D scrolling screen 
covering the entire ploying men. 

• Moose controls bawfei's line, 
length, direction field settings. 

• Joystick control af batsman's 
attack level, strokes and 
running between wickets. 
VARIABLE CONDITIONS 

■ Surface and pace of pitch 

• Ruin, bad hgbt, (load cover, 
tempemtwe and humidity. 



4fi HOUR DISPATCF 



EQUE PAYMENTS 

have o guarantee 

cheque card Of Credit card 

i write its number on 
t .» 



doing so will ensure < 
within 48 hours of i 
OUR ADDRESS 



mwwrch Road, 
nd-on-Sen, 
2ND. Engkw« 

TIL. (0/02) 60055? 
'■ >M2) 6)3747 
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I the prog'OTts iledwed m Nis cduert ere only avnilolle by 0>e 



DESCRIPTION 

Professional Focball Masters V4 
IPFiV. Editor W 
| Stable M asters V2 

Oracle HcHse Fipsfei CRRP EW.M) 

Cricket Masters 

World Cup Cricket Wasters 
| Wrestling Wasters 
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?4.95 

19.95 
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TOTAL 
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Here we are again folks, and 
what a line up we have for 
you! Fourteen pages quite lit- 
erally packed with sausages, 
eggs, bacon r chips r 
mushrooms, and a fried slice 
(or two). Hmm, make mine 
extra crispy please. Come on, 
let's have a long and lovely 
sniff at this month's 
cholesterol-packed plateful of 
lightly sauteed hopefuls. 
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Andy Nuttall's humdrum, the Welsh fad is a bore, we sent him down to 
Sales Curve, to look at Cyberwse. The soundtrack's quite orgasmic, the 
graphics are fantastic, but never mind how great it is, Andy's still a... er... 
plonker. (Actually, it's quite a good piece). Damn! 



Matt's Cavalier exploded, the lad now has no car, he walked round to Team 
17, to look at ATR. Er... something something something, la de da de da, I 
wish I hadn't started this, oh look I wear a bra {I think that's enough 
rhyming intros — Simon). Oh well, newer mind. 



Prepare to have your pants well and truly swung, as Black Legend appears, 
as if by magic, with a surprisingly familiar box of football boots, Matt 
B rough ton starts off quite outraged, but ends up quite excited, Wonder- 
ing what he's on about? Well turn to page 34 now! 



CDE2 owners should be getting themselves into a bit of a frenzy, and I 
know 'cause I've seen Gremlin's forthcoming puzzle-arcade -adventure-thing 
release. Of course if you want to know everything there is to know, you'll 
need to talk to that Nuttall chap. What's that? You say you don't want to 
talk to him ever? Fair enough —just read this two page WiP then. 



Simon Byron dampens his WiPping costume and dives into that refreshing 
pool we know as Team 17. (Matty, have you been drinking again? — Harry) 
If conquest is your game, and you enjoy a touch of ye olde arcade sec- 
tions an' all, you could find this right up your fenetre. 



The creators of Donk! take Andy Nuttall firmly by the er.„ bits, and sta- 
ple his trousers to the middle of the road, The naughty ja pesters then pro- 
duce a new racing game, and take turns to run him over. With fab fun 
tike this on offer, you might be tempted to ignore his WiP, but have a heart, 
the tragic taff is on his knees, a beggin' you please — so have a read. 



EVIL'S DOOM 
EATH MASQUE 
■'PER LOOPZ... 



Mini WiPs are here again, the skies above are clear again, let us sing a song 
of cheer again. Mini WiPs are here again. Erm .. I don't actually know how 
the next bit goes, but if I did, I would have carried that on until I'd used 
up all the space available to me. Oh look, I already have! 
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xtract from the introduction to 
Cyberwar. "This is the Military 
Centre, deep below VSI, where 
everything is far beyond classified- He 
had destroyed all the copies of bis 
work to prevent it falling into the 
wrong hands, but this is where the 
originals were sent and these are def- 
initely the wrong hands. Huge doors 
shimmer in the wall ahead of us, becfr- 
oning, menacing. Is this reality, or is it 
virtual? He can't remember, it all 
seems tike such a long time ago, and 
none of it will matter a damn if he 
can't find the programs. Far behind, a 
glint of gold in the dark. Cyberjobe 
looms out of the shadows and watch- 
es Angelo enter the first level It has 
begun." Hmmin... 

"Cyberwar isn't a big game. It's a 
really big game." It seems that Sales 
Curve Interactive'* Creative 
Development Manager. Fergus McNeill, 
is something of a comedian, "We con- 
sidered releasing a hard drive- instal- 
lable version for people with ISOQMb 
hard drives, but there didn't seem to 
be much demand." See what I mean? 
After the success of The 
Lawnmower Man, as a feature film and 
a computer game, it's not surprising 
to see both media spawning sequels. If 
I remember right, as the final minutes 
of the film ticked away, the viewer was 
treated to a breathtaking display of 
computer-generated graphics as the 
virtual character Cyberjobe hacked and 
cracked at his terminal in the vain hope 
of saving his Cyberbacon The very end 
saw the laboratory which housed the 
VR terminals explode — but not before 
Cyberjobe could escape from the net, 
of course, I mean, what would 
Lawnmower Man 2 (called Jobe's War, 
Incidentally) be without the friendly, 
easygoing lobe (who loves children 
and going to parties. Allegedly)? 

And, as VR mimics real-life, so com- 
puter games mimic the big screen, 
Naturally a similar fate befalls the 
computer game- based Cyberjobe (or 
CyberCyberjobe, as he prefers to be 
known}, and the scene is set for the 
potentially blockbusting Cyberwar. 
"Doctor Angelo [the hem from the first 
film, who created Cyberjobe as a sort 
of futuristic Frankenstein's monster — 
Token Film Buff] has turned his back 
on the corrupted VST corporation and 
its unethical research," Fergus explains, 
Just to let you know, th* VSI corp 
originally employed the good Doctor 
to research into VR — but after his 
experiments with Jobe went wrong, 
Cyberjobe took control of the entire 
corporation, twisting it towards his 
own. evil, ends. Grrtrr. Back to Fergus 
again: "Doctor Angelo is forced to 
return to the VSI HQ when he finds 
that duplicates of his Cyberteaming 
program are in use. He jacks into VR, 
and secretly enters VSI's central com- 
puter network, intent on seeking 
out his code and destroying it. 
| However, be finds more than he 



bargained for when he encounters a 
duplicate Cyberjobe." 

CYBER5AUSAGE5 

You see, this Cyberjobe isn't the same 
Cybeijobe from the first film. This is a 
new mutant strain of the code which 
forms the New Improved Cyberjobe 
(*", probably), who is being developed 
for the military, 

"Now Doctor Angelo must find a 
route through the military net, avoid- 
ing or defeating Cyberjobe and his 
new henchmen, until he finally reach- 
es the central core of the virtual world 

<fip*oiv): ,, On the Monorail," says 
Fergus, "Angelo leaps onto a 
Cyberbike (nice name — Simon) and 
powers out across the landscape on 
a network of rail tracks. Twisting 
and turning like a (twisty 
turny thing? — Simon) 
nightmare roller coaster 
you must steer Angelo 
through the course, 
avoiding obstacles-" 
And, erm, here's a 
picture of Angelo 
with a gun. 
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and destroy the astonishingly power- 
ful Omega chip.'*- 

So there you have it. The story for 
the sequel to a game which, chances 
are, you never played. You see, the 
original Lawnmower Man game was 
planned for the CD32 — and, indeed, 
the CDTV before it — but the game 
just didn't show up. Instead it was 
released for the PC CD-ROM, a sub- 
ject on which Colin Brown, Sales 
Curve's Operations Manager, is an 
expert: "After the scene with 
Cyberjobe trying to leave the virtual 
complex, like the one towards the end 
of the first film, Carta and Peter get 
dragged into virtual reality and 
became encased in Cyber Stasis 
Spheres [eh? — Simon]- Your mission 
In the PC CD-ROM game was to com- 
plete all the puzzles and get through 
from start to finish in one piece in 



[Above); Full graphic cut sequence* throw the virtual Doctor 
Angela into the different sub- games. Here he descends on a 
Cybertitt into the depths of the Shoot Out game, in a dark, 
gloomy basement complex, Aaaargh! 
(Circle): Scattered throughout the game are thinly-veiled refer- 
ences to sci-fi films. Here you can s*e LV426, which is the number 
of the Nostra mo ship in Alien (of course): elsewhere you'll find TUX 
1 US, which is the name of George Lucas's first film, "The guys haw* 
an absolute passion for sci-fi films," explains Colin- In Death 
Machine {we've jutt bought the game rights), the characters 
are all called after sci-fi directors with the names put back- 
to-front. So there's Cameron James, Scott Ridley etc" 

PROJECT: Cyberwar 
PUBLISHER: Sales Curve Interactive 
DE V ELOPER : S C I S outha m p- 
ton: Rob Henderson (Creative 
Director); John Chif«y (Technical 
Development Manager); Fergus 
McNeill (Creative Development 
Manager). Er, and assorted artists 
and programmers, apparently' 
INITIATED s December 1994 
RELEASE: November 1994 

order to free them from the spheres 
and get them back to reality. 

"In Cyberwar its only you that 
returns. The first game ended with 
To be continued.,,', and it's left open 
— you don't actually destroy 
Cyberjobe- You see him trapped up 
in a network of, er, trees or tentacles 
or whatever, but he's not physically 
destroyed. In Cyberwar you go back 
in to finish him off, but this time he's 
prepared himself with hi-tech arma- 
ments and stuff like that. Again, you 
have to go through a series of puz- 
zles to get to him and finally destroy 
him for good," 

Despite Cyberwar' s new, improved 
storyline, there are a number of dis- 
tinct, ah, similarities to the first game 
As Colin explains; "We've taken some 
of the more successful levels from the 
first game and built upon them. We 




did some 
fairly extensive 
market research 
with people wht 
bought the product, and 
from that we determined 
exactly what people liked." 

An example of this is a level 
from the first game called the Vortex 
Bridge, where you have to cross a 
bridge made from unstable hexagonal 
platforms, The puzzle came in having 
to work your way across the bridge 
without bumping Into your invisible 
computer opponent who's coming 
the other way, "The Vortex Bridge 
level was a bit linear/' says Colin, 
"betau^ he [the invisible git] tend- 
ed to follow your move- There were 

"Bemie's this serpent like, er, 
thing," reveals Colin. Glad that's 
cleared up, then. "He's kind of an 
end-of-l«vel baddie for the Shoot 
Out level. As the name suggests, it 
ends with a shoot out between 
Bemie and you, ending up with one 
of you being peppered." 
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only a certain number of ways to get 
around it, which made it far too easy 
to com p I etc . 

"In Cybefwar we have something 
which is, to til I intents and purposes, 
still the Vortex Bridge, but all the plat- 
forms are not linked up. When you 
step on to one platform, only the plat- 
forms in its immediate vicinity light 
up. They each have a certain code, 
and from that you have to work out 
the complete code to taike you 
through that time around Every time 
you get into the level there's a differ- 
ent set-up, a different pattern to fol- 
low — so it becomes less of a trial- 



and-error puzzle. The chances of you 
cracking it, then, are much lower. 

CYBERFRIED SLICE 

"The game-play has been extended as 
well," Colin reckons, "Instead of be inn 
hit and dying, then having to go back 
to the beginning again, this time you 
sustain damage. Some of the more 
original and puzzling games have 
been evolved — and there will be 
some really dramatic levels." 

"Cyberwar has been designed to 
be much more 'controllable' than The 
Lawnmower Man CD," adds Fergus, 



"As well as weighting the product 
towards action, we've also spent a lot 
of time making the interactive motion 
video more playable. The games now 
feature damage levels, special 
weapons and pick-ups, combining to 
create a myriad of possibilities. Also 
the user interfaces have been 
enhanced so they feel mo re intuitive, 
"Graphically speaking, the games 
look very different," he continues. 
"Cyberwar is designed solely for dou- 
ble-speed CD drives which allows us 
to achieve a higher quality of graphi- 
cal throughput." So the graphics are 
much better, then, Fergus? "Yes," 






One of the main critirn:rm nf the 
first game, it seems, was that it was a 
bit, well, short. How is this tn bp 
improved in Cyberwar! "There were a 
lot of levels, but we did have a lot of 
feedback which suggested that th*=v 
weren't long enough," explains Coliri, 
honestly. "Especially the ones whjrh 
people really liked. To take the Cyber 
Boogie level (or the fly-thro ugh bit 
film-fans] as an example, there were 
five of those in total in the first game, 
but the first two wpre maybe one or 
two minutes long In rp^litv they 
should perhaps have been raided sub- 
levels, I suppose." 
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CARRY ON UP 
THE CYBER 

"In Cyberwar we're using three CDs," 
explains Fergus, "which effectively 
means there is three times as much 
scope for levels/I don't exactly know 
how the levels will end up. but there 
will certainly be a whole lot more. The 
first game was very linear, in that you 
completed one level and suddenly 
whoosh! You're taken to the next 
level — without much control over 
where you go. In Cyberwar you're 
placed in a very real virtual world, if 
that's not a contradiction in terms, 
and when you come to the end of 
each stage you choose where to go," 
"When you cut out all the intros 
and all the graphic sequences," adds 
Colin, "a person who knows what 
he's doing would take roughly an 
hour and a half to complete the 
game," Er, an hour and a half? 
Doesn't sound that much to me, 
"Well that's what I originally thought 
too — I sat down and one of the pro- 
grammers told me that they'd worked 
it out at an hour and a half. My reac- 
tion was 'Don't say that!' But the 
point is that the time is for solid 
gameplay, knowing exactly what 
you're doing — and that's the same 



length as a feature film, We reckon 
that when you buy the game it'll take 
you a couple of weeks to crack it." 

It doesn't take a genius to work 
out that a game released on three 
CDs is likely to be pricey. So how 
much exactly will Cyberwar cost? "It 
will probably retail at around £49.99," 
Colin reveals. "Between £40 and £50, 
anyway. But it will almost certainly 
be a four-disk set, because we'll prob- 
ably include an audio CD too. 

"The one consistent thing review- 
ers mentioned was the music," he 
continues, "Steve Hillage did one of 
the tracks in the first game, 7"be 
Entity, and we've signed him to do 
five tracks for Cyberwar," Hang 
on, not the hippy bloke who 
dredged out r music r about 
Salmon in the early 70s? 
Er, yes, apparently. 
"He works with The 
Orb and System 7 
in fact — he is, 
essentially, The 
Orb, "Good grief. 
"The music's all 
techno-rave stuff, 
all very applica- 
ble to this type of 
game." Weird. 




CHARACTER ASSASSIN 

\ — ike in cartoons, the first stage in creating a scene in 

Cyberwar is to make a sketch. In true Tine One inves 
B^H tigative journalism-type fashion, we've got hold of a few 
of those sketches just for you. So you could look at them, cut them 
out and stick them on your pillow, or maybe even blow them up on a 

(~) photocopier and affix them to your wall. Then you could boast to your 

mates about "knowing the programmers," and they would believe you 




The Logic Bridge is a bottomless chasm, 
with "strange" tiles suspended over the 
void. "Each one bears a shape and a 
colour cade." says Fergus, "Angel d 
must cross carefully, moving from 
one tile to the next in the right 
sequence, A mistake could have 
dire consequences." Blimey. 




This is the virtual Doctor 
Angelo in a fighting 
frame taken from a 
full animation. The 
arrows indicate the 
direction of his 
-limbs, which would suggest that his left 
fist is jbou t to make shuddering contact 
with some ugly's face, his right fist is com' 
ing in for the second round, and his knee.,, 
welt the less said about that the better. 
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Here are a couple of shots 

of Bernie, the nice. Cuddly 

I izard -I i ke th i ngummy 
from the Shoot Out 
game. In these three 
early poses, you 
can see that the 
designers were try- 
ing to make him 
lock hard, Notice 
especially the huge 
skull hanging by a 
chain from his — 
yes — nips. Ouch 
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"Two players stand on either 
side of a virtual wall, armed 
with a cannon each," Colin 
explains. "There's a hole in 
the wall — you set the angle 
of trajectory and power, and 
then fire through the hole to 
hit your opponent." 

'The whole Shoot Out level involves you going down in a lift, and then 
doors open to the left or the right as you search for the codes," says Colin, 
"and you must turn and shoot before you're destroyed." 




"The corridors which join together the sub-games was taken as an adapta- 
tion of the Bees game from The lawnmower Man CD," Colin reveals- "In it 
you had to (ead a load of bees down a corridor into a fan, which kills them, 
and that's basically the same here — hesitate for a moment, and they'll get 
you. There's a giant wasp lurking around a corner, as well." Cor, 
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I've not really got a lot of room to 
play with here. There's just too 
much to ten — and though we 
generally like to waste space with 
some witty observation at this point 
in the article, I feel compelled to 'just 
get on with it', so, er,.. here it is. 

Aft Terrain Racing (ATR) came into 
being after the ECTS back in April, 
when graphic art lit and designer 
Danny Burke (Body Blows series) 
approached Martyn Brown of Team 
17 with some new ideas for an 
'oblique-angle-viewed racing game. 
Martyn said that he had someone 
available {namely Jamie Woodhouse, 
programmer of Qwak) who was 
working on a car game engine and 
would probably be interested. After 
about a month of to ing and fru-inq 
things really got going, and a scant 
six months later we look set to 
receive another Team 1 7 masterpiece 
(not that were biased!) 

So, I ask Danny, what's your angle 
with this? 

"Well "angle' is quite a key word 
really, because you'll see from the 
graphics that we're changing the 
perspective from the norm with 
these sort of games. F don't know if 
you remember a game called Techno 
Cop, but the game idea originally 
was that you'd drive around in a car 
for the futuristic police (or whatev- 
er), drive up to buildings, get out of 
the car, and then the screen would 
change to show you as a sort of 
commando who's going to sort 



u 



I want to give 
people a fast 
continuous 
game. 



Danny Burke, ATR 1 ! Graphic 

artist and designer. 

everything out. This was scrapped in 
favour of a straight racing game just 
because the development time 
would have been more like a year, 
and we didn't know if we could get 
all that onto the Amiga without 
going onto tons of disks. Martin also 
felt that the car angle was strong 
enough to work on its own." 

tMATR is a Team 17 production, 
there are bound to be a few com- 
parisons with Overdrive purely as a 
similar genre — what did Danny 
think of Overdrive! 

"Personally, I thought the pro- 
gramming and graphics were good, 
but it couldve done with a few more 
cars in there, and I didn't like the 
loading time much. I also wasn't too 
keen on the fact that you Iwid to col- 
lect turbos to win the race." 

And what about Skidmarks! "In 
honesty, I haven't really been 
pressed to look at other things. I've 



With the World Cup 
out of the way, the 
software companies 
seem to have left 
the f ooty stadia and 
homed in on the rac- 
ing circuit. Matt 
Broughton pops the 
bonnet and fiddles 
pointlessly with an 
oily rag while he 
takes a look at Team 
17 r s offering. 

PROJECT: All Terrain Racing 
PUBLISHER: Team 17 
DEVELOPER: In-house: Jamie 
Woodhouse (68000 code), Danny 
Burke (graphic art/animation) 
INITIATED: April I994 
RELEASE: October I994 



seen it on Games World and stuff, 
but it just looked like a fast moving 
game, with the graphics not doing 
much — just bouncing all over the 
place. With ATR we're trying to get 
everything in that's possible; the cars 
will be flying everywhere, there'll be 
huge jumps, when you go in water 
there'll be splashes — that sort of 
thing. It's running fast already and 
there are quite a lot of cars on the 
track as well. 

"The look of the game is its real 
'special bit', but to be quite honest 
Jamie is doing such a brilliant job 
with the payability, and with 50 
frames and six cars, it's pretty good 
before you add the interesting 
graphics anyway, 

"I think the most exciting thing I 




THAN MOST 




did when I started was the angle, 
but I'm now trying to make the 
tracks all different and interesting. I 
was worried about the angle of the 
graphics, because even though they 
looked really nice, I wasn't sure if 
they'd play okay until Jamie did a 
demo and everything just seemed to 
work." Magic eh? 

With an AGA version following, 
including such extras as parallax col- 



lision animations, overhead clouds, 
more cars on the track, and gener- 
ally more crash bang and wallop. 
Team 17 looks (once again, slurp, 
slurp, slobber) to have a bit of a 
corker on its hands. 




CHECK AAY SPEC! 

A quick glance at the specifica- 
tions for AIR reveals more than 

just your average- racing game 

bubbling away underneath: 

Full- screen scrolling, 50HZ 

update; 32 colours; six cars, six 
different backgrounds 

(Spac*/FOrest Rack Cavern... 

etc); as maps in circuit race, 
more in other game modes; 
bridges, tunnels, ramps, jumps 
etc; shadows on cars; col lee ta- 
bles and track obstacles (ran- 
dom position orientation); 
oblique-angl*-3D projection on 
graphic*; smoke puffs, skid 
marks, water splashes, etc on 
cars depending on terrain 
details; minimal disk 
access/loading times (no disk 
swapping); three different 

vehicles with upgradeable 

steering, turbo, acceleration, 
grip, tyres etc; stencilled vehi- 
cles, so all CPU opponent cars 
are different colours; 
intelligent CPU opponents.; 
bump r n' collide action 
between vehicles; two player 
battle mode (simultaneous 
play); lap and time recorded. 
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Come on Matt," called Andy, 
"Richard from Black Legend is 
upstairs and he's got some 
great new games for us to look at." 

"Oh brill!" shouted the enthusias- 
tic staff writer, "I can't wait." 

Matt and Andy raced up all four 
flights of stairs and into the games 
room, where Richard appeared to be 
playing Sensible Soccer. "Oh you 
kids," chuckled Andy, "Will you never 
tire of this crazy football game?" 

"En hello lads/' answered Richard, 
"This isn't Sensi, it's our new game." 

Oh. I see... 

ARE YOU SURE? 

Yes indeedy folks, no doubt your 
jaws are firmly stuck to the floor, but 
the screenshots you're looking at 
aren't from the forthcoming Sensi- 
ble WorW Of Soccer, but in fact from 
football Glory, a 'new' product from 
out of Black Legend's Croatian office 
— Croteam {Spherical Worlds, etc.). 

Luckily for me, Richard Holmes, 
Black Leg end '5 Director, was 
kind enough to pop round 
before nicking off to Bar- . 
bados (spawney get!), 
and explain the reasoning 
behind this 'were they 
separated at birth?' Sensi 
looky-likey... 

"Well, we're referring to the 
game as Football Glory because we 
really want the glory aspect of foot- 
ball in there — it's got to be really 
good to watch, The situation I've 
always imagined (and I know 
'cause I've played fens; and 
Kick Off to death myself) is 
that if you have two peo- 
ple playing in a tourna- 
ment with computer 
opponents, I don't want 
the non-player to walk off 
and get something from the 
fridge or watch the telly. I want it 
to be so exciting that the other guy 
sits there and watches it." 

Richard is hoping that this 'excite- 
ment' will come from all aspects of 
the game. "At the moment we've 
got really smooth gameplay — 
you've got a lot more control than 
in other football games — and there 
are a lot of new ideas coming in 
there to make, for instance, double 
passes a lot easier. Also, there are 



From the ashes of the top left-hand bit of the 'war-torn former 
Yugoslavia ', comes a game that looks almost exactly like another 
game. Matt Broughtonovic wonders why everyone in Croatia has a 
name ending in 'itch'. Have they all got ants in their pants? Find 
out as our sinisterly bearded reporter asks Black Legend some 

inevitable questions. 

project- Football Glory 

publisher: Black Legend 
DEVELOPER: Croteam; Al en 
Lad a* ar., Admir Elezovic, Damir 
Perovk (coding), Tomislav Pongrac, 
Tomif lav Muck, Admir Elezovic 
(graphics), Marko Sckulu (found). 

INITIATFD April 1993 

RELEASE: Chriltmai 1994 

things like what we call the Power 
Attack, which you see so often in the 
World Cup, where when you do 
something good, you have that 
opportunity to get that little bit extra 
out of the situation, This would 
give you a boost of maybe 
half a second or SO, but 
would only be possible 
under certain circum- 
stances, when, for exam- 
ple, a star player is in a par- 
ticular position." 
Black Legend has concentrat- 
ed on the player animation, with 
eight or ten frames for a running 





fhi* may look like your standard grab, but wait! What'* this? Look very 
dosply at one of the attacking players, and you'll spot a funny thing. Yes — 
legs! Fully functioning, fully bending limbs! Who'd have «ver thought we'd 
see somethinq like that on a chap so small- Hmm. I wonder if he has 
buttocks? (Do things, (ike that keep you awake at night? — Harry,). 

"We've also included an indoor 



peniing, the players have to get them- 
selves into specific positions to be 
'rewarded 1 . It also leads to people 
exchanging information — I mean 
football action games are about the 
most social games there are, but it 
gets people talking about what 




player, as opposed to just two or they've seen and done." 
three, so that they step properly. In 
fact, everything has more anima- REALISTIC BALLS 

on than usual — tackles. The first thing you'll notice about the 
headers etc. and even the ball in Foutball G/ory is that it's influ- 
st ret cher-bea ring medics, enced by real calculations. This means 
. "We've made it so that that you do get situations where if a 
.they [the medics] can player gets in the way and can't con- 
appear from any of eight trol it, the ball will bounce off him 
directions on the screen, and go out at the correct angle, It 
not just one side. 1 think peo- works so well because it has been cal- 
pie will appreciate detail like that, culated realistically. I can vouch for 
and after a month of playing it, will this, because during a quick test 
still be finding animations that game, I struck a real bender towards 
they've not seen before. the top left of the goal, and though 

"We don't want anything really it hit the woodwork, because of the 
random, so we're looking at things spin I'd put on it, the ball zipped past 
like, if you stand in a certain place the back of the goalie and went in at 
and take a bicycle kick at goal, the far right of the goal. This strikes 
maybe then the hippy would appear you as a hell of a lot more realistic 
and get beaten -up by the filth [see than anything we've seen before in 
the circle on the right hippy, fact footy action games, even (dare I utter 
fans]. So rather than things just hap- such sacrilege n r blasphemy) Sens!. 



pitch," offers Richard, "and this real- 
ly adds something extra when it 
comes to the way the ball plays off 
the walls with its lovely calculations. 
I think another point to highlight is 
the way the players behave. In Sensi 
the people just stand around, in ours 
they won't, I mean have you ever 
seen a football match where some- 
one's running around and all the 
other players are just standing there 
useless? Of course not, they should 
move and react to whatever you're 
doing — and that's what you'll get 
with our game. They don't always 
restrict themselves to a certain area. 
Sometimes someone will give a pass 
and then run parallel to you so that 
you can do a double pass 

"We alio want it to be easier to 
score more realistic goals. When you 
shoot a flying header in Sensible Soc- 
cer it's like Christmas, because it's 
just once every year, it's brilliant, and 
you save it on disk. Now if you watch 
real football, one in every three goals 
is from a header — we really want 
that real ism in there. If it just hap- 
pens to be that instead of the play- 
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ers always kicking it to you so that it 
lands at your f#et, sometimes it 
comes to you at chest height or 
head height: (no one is pass perfect) 
— then you'll react in a totally dif- 
ferent way." 

The Black Legend team also spent 
a fair amount of time watching 
World Cup games armed with pen 
and paper (sounds like hell!) taking 
down as many notes as possible. 



Tha ref* getting a bit stroppy with 
the players for not getting back 
from the free kick, but other than 
that, the only thing worth mention- 
ing here is the little skid marks left 
after particularly harsh sliding tack- 
les, Croteam was originally planning 
to make these skids affect the ball, 
taut in the end, er... they didn't. You 
can always trust The One to give you 
the most factual caption 4. 
sued by the programmers of Lem- 
mings, The nets [another of the par- 



"We've been mainly analysing ticularly er, 'similar' features] are 



T- 



Brazil's matches, and you'll always 
see them pass it out to the flanks 
who take it down on their chest or 
do something equally fancy, because 
it builds up confidence;." 

Another area the team wanted to 
change was the dead ball situations; 
penalties, corners and free kicks. In 
Football Glory, free kicks will 
give a choice of indirect, 
direct, and then dif 
ferent controls 
Walking up to the 
kick you can 
choose how hard 
you want to hit it 
and how much 
precision do you 
want to lose for 
sheer power. "We 
want to introduce 
something for the corner 
kicks that doesn't go quite as far 
as Sierra Soccer, with the dotted line 
where you can basically place it on 
his head, but with same sort of tar- 
geting box. Also, the players will 
come forward in numbers for cor- 
ners or free kicks. Usually for a cor- 



ner you'd have six to eight players 
in the box, not just two or three like 
in most other games." 

Well, I've avoided the obvious line 
of questioning, but considering I'm 
suddenly the sole representative for 
the Sensv-loving readership, 
er, isn't this just Sensible 
Soccer, ripped off, and 
with knobs on? 

"No, not at all. The 
programmer himseif has 
never ever played Sensible 
Soccer — he's never even 
touched it. You think it looks like 
.Sens/ because it's 16 by 16 pixel 
sprites, not 32 by 32, He's never 
played it, and that gives him a fresh 
approach. With the game design we 
said. Okay, take a look at the other 
ones', but the programmer himself 
hasn't touched anything else." 

Richard doesn't seem particular- 
ly worried by the 'copycat, copycat, 
sitting on the door-mat' allegations 
that are bound to appear, mainly 
because he says they're not trying to 
copy Sensi. 

"No one's got copyright on the 
size of a little man, otherwise the 
Sensible people would have been 



changing too, they're going to be 
fully animated so you see it stretch 
when the ball goes in." 

The game will be fully supported 
by samples, and the CD32 version 
will feature vocal commentary as 
well as cheering etc. "...it really wili 
be like watching it on TV some- 
thing with a personal touch, 
not just 'pass, pass, 

. pass',.. I think that'll 

The ac fd a | ot wjth 

Programmer applause, cheering, 

himself has never *™i ard T n 

explosions when 

played Sensible people iob smoke 
Soccer ■ ■ Domas on thH 

^ 4 pitch to celebrate a 
r r really good goal! 
Richard Holmes We're having a bit of 
Black Legend trouble sorting out a 
Mexican wave, but we'll 
see, I think if you receive cheers 
for doing a nice pass, it automati- 
cally motivates you to play better - 
so you'll always go for the fancier 
play. And you'll feei justifiably proud 
if you accomplish it, because you'll 
receive the crowd's applause." 




SCREEN IN SCREEN 

One of Football Glory J s unique fea- 
tures, is a replay box about a sixth 
of the screen size. This shows a 
replay, double the usual size, of the 
ncidents which lead to the 
events currently dd screen. 
For example, if there was 
j a foul, while the main 
I screen is showing the 
doctors coming on with a 
stretcher, up in the second 
box you'll get a zoomed- in 
replay of how it happened. "It's 
a sort of screen -in-screen thing, with 
two separate events happening at 
the same time — one of what's hap- 
pening now, and one of something 
nice. If the ball goes out of play, it 
might just replay a nice back- heel 
pass you did a moment ago — in the 
same way the computer needs to 
know when you've done a foul, it 
also knows when you've done some- 
thing nice." 

With an on-screen ref. not to men- 
tion all of the star player features, 
this certainly does look to give Sens/ 
World Of Soccer a fair run for its 
money. Wouldn't you say? A 




KICK OFF 

I can't leave this comparison thing alone, so just have a quick glance at 
iensi {above} and then football Gfory (beiow). In more than twelve words, 
try and list the differences — and the ref doesn't count! 




o 



SWAP SHOP 

We washed half of Harry's hair in Sensible Soccer (right), and the half in 
new 'improved' Football Glory (left). As you can see, the results were, er, 
well, about the same really. Let's see now... well, the pitch has stripes that 
go vertically rather than horizontally, and er... yes, that's about it really. Df 
course these are only graphic comparisons, and who can say how different 
the actually gameplay will he? (To be honest, the shadows go the other 
way too, but I flipped the grabs, for dramatic effect!). 
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Satan's not just there for the nasty things 
in life, like a blocked drain or a red-hot 
trident up the codlings. He's there 
(with all his little helpers, naturally) 
to provide comedy and slapstick for 
all eternity. Andy Nuttall goes 
down to hell, For Pizza!! 

PROJECT: Litil DM I 
PUBLISHER: Gremlin Graphic* 
DEVELOPER'. Gremlin Ireland: Tommy Rolfe (pro- 
gramming); Andy McCabe (programming); Phil Plunkctt 
(graphic*); Aldan Walsh (animation); 
Pat Phelan (music); Neil Biffjn 
(sound); Ade Carless (Voices). 
INITIATED: July 1990 
RELEASE: August 1994 



Litii Divils been a long time 
coming. Next to David 
Braben's Fron tier, it's proba- 
bly the longest-awaited game ever 
— over four years in development — 
whkh is perhaps curious, because it's 
a CD32 game. I'll spare you the 
details of the circumstances which 
stretched the creative process past 
its usual limits, mainly because I 
don't know what they were. Gut suf- 
fice to say that Litit Divit has been 
worked an by countless program- 
mers, artists and musicians, some of 
whom only stayed with the project 
for a short while. 

One chap who has been working 
on the game for most of the Last few 
years is Tommy Rolfe, a pro- 
grammer at Gremlin Ire- 
land. It's a little- 
known fact that 
Gremlin Graphics 
has an Irish arm, 
as it were (its 
main HQ is in 
Sheffield), but it 
docs tend to keep a 
low profile (and 
given that its previous 
games includes Plan 9 From 
Outer Space, maybe that's for the 
best. Sorry, lads. Had to mention it). 
Until now, the green Gremlin has 
mostly been concerned with writing 
games for RTt Television. Not the 
phone-in games, but ones where the 
contestants actually play the games 
while they're on the telly. Apart from 
another smaller interactive game for 
French TV, Gremlin Ireland is now 
onto bigger and better things — in 
the shape of Litil Divi\, of course, 
Thankfully, even though I'm ignorant 
of the finer points of Litii Qivil's past. 
Tommy isn't, and he's quite happy 
to talk about it, 

Gremlin Sheffield Driginaily start- 
ed Litil Divil," he says, in a lilting 
trish brogue (which made it 
bloody difficult to hear him 




when I was playing the tape back, I 
can tell you). "That which must have 
been, oh, five years ago now. It pro- 
duced some artwork, sketches and 
things, and passed it over to us." 

"MY WIFE'S IRISH" 

One of the original team members 
was Heimdali 2 artist J err O 'Carrol I, 
who produced the preliminary 
sketches for Mutt, along with some 
original artwork. And if you compare 
Heimdatt 2 with the screen- 
shots around this page, 
I'm sure you'll agree 
that his styie has 
carried through, 
Mutt, the main 
character in the 
story, is one of a 
number of Divils 
who live in the 
Underworld (quite 
why they're called Divils 
and not .Devils will become 
clear later, I'm sure). "To start with 
there were five different Mutts," 
reveals Tommy, "all competing with 
each other to get through five levels 
of Hell. We eventually decided that it 
would be better to concentrate on 
just one character." 

"Mutt's a slug-abed,'' explains 
Steve McKevitt of Gremlin Sheffield. 
"Divils spend most of their time 
sleeping, and so the most exciting 
thing that happens to them, ever, is 
sending out for pizza" 

Today is the meeting of the 'Grand 
Council of the Ancients', or some 
such nonsense apparently, and the 
point of the little get-together is to 
decide who ventures forth into the 
Overworld (above the Underworld, 
presumably) to bring back the Mys- 



ln my opinion, 

it's pretty 
damn good. 



Steve McKevitt, 
Gremlin Graphics 




"In one room you even have to play tennis against this McEnroe caricature," 
says Tommy. "Like I said, the main incentive *S to make people laugh as they 
play." Surety, er, you cannot be serious? "I'm afraid so." 
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"The last room in eacfi level is a combat room, where basically you have to 
fiyht the end-of-levef guardian," explains Tommy, Thankfully It's mo-re of a 
true beat-'em-up style than a Dragon's Lair dodge dndrun affair, "but it's 
not so difficult as to put off puzzle-fans.," he adds. 
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tic Pizza of Plenty. Er... what? "The 
Pizza came in really late on in the 
project."' Tommy explains. "At the 
end of the day we thought Well, 
where trie heck is he {Mutt) trying to 
get to?" and somebody came up with 
the idea of a piiza, I don't know who 
actually thought of it, though." 

"It was me, sadly," admits Steve. 
"I just thought what exciting stuff 
could happen to Divils in the Under- 
world?' and myself and the co-writ- 
er Alan came up with the pri2a 
thing," It was also Steve, seemingly, 
who thought of calling it Litif Divit, 
as opposed to Little Devil. "My wife's 
Irish, you see, and she and her fami- 
ly always say "Qoh, you lit! I ritivil" to 
the kids, when they're naughty." 

Ah, right — so lets recap: Mutt 
has to run through the five levels of 
Hell, to recover a Mystic pepperoni 
with extra anchovies? That's about 
the size of it — but. cunningly. Hell is 
disguised as the Labyrinth of chaos 
(poetic licence, anybody?). Each layer 
of the Labyrinth is filled with a num- 
ber of rooms, containing puzzles 
which have to be solved before mov- 
ing on to the next layer. 



inafly Litit DM! was meant for the 
Super Famicom CD drive, way back 
in 1990 or 1991," reveals Tommy 
"But it never materialised. So while 
we were waiting around, we thought 
it might be a good idea to start con- 
verting it to the PC CD-ROM After a 
year or so we realised that we'd 
probably never see the Super Fami- 
com CD, so we just went full steam 
ahead with the PC version, 

"So yeah, I suppose it was always 
a CD product, although we did bring 
it out for PC floppy around Christmas 
last year. That was basically the same 
game — although obviously it didn't 
have CD-quality music, and the ani- 
mations were cut down." 

A CD CHARACTER 

Well, I've been avoiding the question 
up to now — but given that Litii Divil 
has a heart of comedy, cartoon 
graphics, and it's basically CD-only, 
is Gremlin afraid of comparisons 
with the dreadful Dragon's Lair 
series? "No, not really," he counters. 
Tve never really played Dragon's 
Lair, although we do have Space Ace 
which is quite similar. There are cer- 



Although the puzzle rooms are tain things which are comparable 



mostly viewed from an isometric 3D 
angle, the Labyrinth is first- person, 
which means that you see Mutt from 
behind as he runs from room to 
room. Most rooms can be entered at 
any time, which makes the game 



cartoony graphics, humour, that sort 
of stuff — but Litii Qivit has a much 
stronger emphasis on gameplay. As 
well as being fun, we want to give 
people a bit of a challenge, and not 
one which just involves twitching a 



pretty non-linear (a good thing) so if joystick from time to time," 



you get stuck, you can happily move 
on to another puzzle. 

The idea is to create this kind of 
complex which Mutt has to run 
around," explains Tommy. 'There are 
10 rooms on each level: puzzle 
rooms, arcade-type rooms — differ- 
ent genres to keep everybody happy. 
"We tried to go for as many dif- 
ferent types of puzzle as possible," 

he continues. The emphasis has just 2Mb of Chip RAM in 
been on cartoon-style animation, so the CO machine, That's 



Because a basic PC has a minimum 
of 4Mb RAM, Tommy and the boys 
are finding the conversion to 
CD32 a little problematic. "I 
know the Amiga very well - 
I've had one of my own for 
some years," he explains, 
"The main problem in con- 
verting from the PC to 
CD32 is the memory — 




it's fun to play. We want people to 
get laughs from it. There's a lot of 
depth to the game as well, though." 

The puzzles are mainly dexterity 
tests — where the onus is on timing 
and a nimble use of the old joypad 
to get you through. There are some 
logic puzzles, mazes and stuff, which 
when you put them all together, 
sound a bit Crystal Mazensh. Was the 
programme an influence, at all? 

"We da get The Crystal Maze over 
here in Ireland," Tommy admits, "but 
it wasn't a particular inspiration. I 



quite a lot in real terms, but 
we developed Litii Divil origi 
nally for a PC with a minimum 
of 4Mb RAM. So you can see 2Mb 
isn't realiy that much when you're 
creating a graphics-intensive pro- 
gram like Litii Uivit. 

"We recently converted Litii Divil 
for the CD-i machine, which has 
2,5Mb RAM, so we had already com- 
pacted the data down to that level 
— and for the CD32 we just had to 
go a little bit further. So, we had 
already done most of the hard work 




can see there is a certain similarity and it was just a case of optimising 
with running around and solving the compaction routines." 

"The CD 32 version is the fourth 
version," chips in Steve. "The boys 
have developed it for the CD-i, the PC 
floppy and the PC CD-ROM, and they 
just keep getting better. The CD32 
version is without a doubt the best 
one. It's an immense game, and in 



puzzles in rooms. But there's a lot of 
combat, too — so occasionally you 
have to beat somebody uporslaya 
character in order to pass. 

Utit L>ivil is seemingly a very big 
game — indeed, the graphics and 
animations alone take up over 40Mb 

of space on the CD. But was it always my opinion, it's pretty damn good 
meant for the little silver disc? "Orig- Oh Steve, you norty tees 



Above: The Chess Room. "The wizard gives you 
the evil eye," cKpljins Steve, "quite literally, 
because he actually rides it around the chess- 
board after you," And then the nasty ghost 
comes in and tries to suck Mutt into the 
chessboard. Urgh. 

Left: This is part of level 1, called the 
Swamp Room, where a series of rocks 
alternately sink into the water, 'The mon- 
ster eats you if you hang around," says 
Steve, "so you'll need something to douse 
his flames. In fact, it might he a good idea 
to visit the shop and buy something bucket- 
shaped," There's a clue there somewhere, 
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When I wit, oooh, 14 or so, 
I used to make regular trips 
round to my r mateV house 
in order to pl^y on his computer. I 
didn't like him very much, but feigning 
friendship for a couple of hours a day 
seemed a small price to pay for unre- 
stricted access to his computer. A little 
mercenary, I know, but I was young, 
wide-eyed and reckless. Or was It spot- 
ty, ugly and friendless? I always get the 
two confused. Anyway.., 

A particular favourite of ours was 
a Cinemaware game called Defender 
of the Crown. You could only get it 
on disk (which my mum would never 
buy me because we were too poor. 
Indeed, we had to have our baths in 
the outside toilet, often while other 
members of my extended family 
emptied their bowels - - if we were 
lucky) and it was billed as an interac- 
tive movie. Which of course it wasn't. 
However, it was a bloody good 
game It was basically a strategy affair 
with a few arcade sections chucked in 
for good measure, set during the days 
of Robin Hood (Circa 1200 — history 
fans — Harry). Your ultimate aim, I 
think, was to become King of England 
and your successes and failures were 




"If you've t Mil Gwntfat, Chaot 
Engine, Jurassic P*r* or, dar* I say It, 
Alien fireecf. th*n you'll have a pret- 
ty good idea of how the a read e sec- 
tions will work." states Rico. "W* 

reckon that these arcade section* 

will make up 50 percent of the over- 
all gam* — although you will he able 
to skip them If you want to concen- 
trate on strategy." 




aviijpconquered the arcade 
genre, the team behind the 
Alien Breed games has 
decided to have a go at 
writing a strategy game — 
an entirely different beast, 
and one which has always 
proved unpredictable. Simon 
Byron asks some pretty 
difficult questions... 



depicted by occasional animate 
scenes — hence the interactive mov 
monicker. The best of these anim, 
tions, though, was the one whit 
popped up whenever you came aero 
a sultry young lady who you fancie 
marrying, It was tasteful stuff: you' 
view her from behind as her dre 
slipped off and the two of you wou 
start indulging in a bit of horizont 
jousting in front of the fire. Of cours 
you saw nothing naughty at all ( 
fact, I'm sure I've embellished tr 
events somewhat) but for young ho 
blooded males like us it was the cqui „ 
alent of flicking through, ahem, 'men's 
interest" magazines. 

The reason for this embarrassing 
reminiscing is Team 17's recently 



u 



Personally, I 
reckon there 

should be 
loads of gore 
and genuine- 
ly shocking 
material. 
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Rico Holmes, King Of 
Thieves' graphic artist. 




"I hope so." says Marcus Dyson. 
Team 1?'s Development Coordinator, 
eventually, "Will it, Rico?" 

"You're a dirty old man," laughs 



announced epic entitled King of Rico. KOT's graphic artist "Well just 

Thieves, which is being developed by have to see what we can do with 

Andreas Tadvic arid Rico Holmes, the MPEGging, Would Mick [Team 17s 

duo behind the excellent Men Breed MD] pay for an, erm, model?" 
games. And it's got much in common Unfortunately, the numerous sug- 

with Defender of the Crown, see? But gestions for what kind of love scenes 

will it have any luurve scenes? It's an the game could include become too 



important question, and one which 
causes those charged with making a 
good impression with King of Thieves 
to pause for a while, 



lewd and puerile to print in a family 
magazine. So it's on to more profes- 
sional matters. Like what on earth is 
the game about? 



PROJECT; King Of Thieves 
PUBLISHER: TMID 17 

DEVELOPER: Rko Holmei (Graphics); Andreas Tadvic (programming) 
INITIATED: Haw 1994 
RELEASE: Easter 1991 
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These very early sprite? were created! so Rico and Andru.ii could decide haw 
the main character will look. "We were hoping to have a guy carrying a 
longbow," explains Rico, "but it would have been too unrealistic. At the 
moment the hero throws knives during combat, but, like most things to do 
with the game at the moment, this could easily change." 
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MAGNA CARTA 

"It's set in mediaeval England/' begins 
Alan Bunker, Team 17's PR geezer and 
driving-force behind some of the raci- 
er iuggestions during ou r earlier con- 
versations, "and has strategy elements 
similar to the 'Risk' boardgame, where 
players strive to conquer as much of 
the map as possible," 

"There'll be the option of arcade 
quests when they become available in 
the time-line," adds Rico, "So you can 
expect some great sub-games when 
you go a- killing." 

"Yes, we're planning to incorporate 
Operation Wotf-sty\e sections where 
the player has to storm ships and the 
like to pillage them for money," Mar- 
cus chips in. "The important thing in 
King of Thieves is not to totally 
destroy the ship as this will obviously 
cause it to sink and loot will be lost." 

"These gameplay elements — and 
there will be more, including storming 
castle scenes which will have a per- 
spective similar to Laser Squad — 
demonstrate the amount of flexibility 
and the level of effort that is going 
into the creation of the game," 
explains Alan. "We're hoping to make 
King Of Thieves the most complete, 
competent and fun game to play out 
of bed. We want to be environmen- 
tally friendly, so we're encouraging 
people to become celibate and play 
King Of Thieves instead of snogging. 
This game alone will actually be bet- 
ter than any saliva-swapping anyone's 
ever likely to have participated in — 
and this, as a result reduces the 
chances of spreading horrible dis- 
eases. Y'see, it's all been carefully 
thought out to make the world a bet- 
ter place," 

"If s something we want to pass on 
to couples so they can sit in front of 
a monitor and share each other's com- 
pany while having fun... and in the 
end, it's all safe and goo-free," sug- 
gests Marcus. 

According to Rico, the arcade sec- 
tions will work "really well," and at 
this stage, these segments are chang- 
ing all the time. 

"We were considering a sword- 
slashing kind of affair within the cas- 
tles, but then we realised that this 
could prove duller than the 
Bournemouth Conservative Confer- 



ence (just a bit of politics to show that 
we're socially awareK So we're recon- 
sidering this hit — but trust me when 
I say we'll come up with something 
totally zappy and action-packed! " 

"I hate to mention our pedigree,,," 
begins Marcus, 

"But go ahead anyway,.." interjects 
Alan, PR-ishly. 

"...WeM, there is a very good chance 
that Rico and Andreas will provide 
something to keep arcade fans occu- 
pied for many an hour, considering 
their past record." 

It's worth po i nting out that King of 
Thieves is still very much in its infan- 
cy. It's due for release around Easter 
next year, and this is the first of sev- 
eral Work in Progresses you can expect 
to find in The One. Over the coming 
months you'll witness the progression 
of the game from initial design to fin- 
ished product, 

So who came up with the original 
idea? "It was me, me I tell you — just 
like the concept for Alien Breed and 
the design for every other game 
myself and Andreas have done!" 
blurts Rico. "Sid Meier gets 'A game 
design by Sid Meier' all over his games 
— I get nothing!" 

"But he does get paid a lot," sug- 
gests Marcus. 

"Yes, he does," agrees Alan. 



This is our 

most 

ambitious 

project yet. 
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Mire us Dyson, Team I7's 
Development Coordinator. 






Like most games, the background graphics are constructed from a series of 
blocks, "These blocks will form the forest," offers Rico, "The hardest part is 
linking them together, but when everything's running smoothly, adding 
additional animations and tweaking things is no problem. This will form 
one of 1 S or so arcade levels when it's complete." 



ThE Team 17 boys in all th*ir, ahem, 
'glory', That's Marcus Dyson on the 
left, and Alan Bunker on the right. 
The reason why we haven't got any 
pictures of Hicq is because he was 
taking the picture, obviously. But 
don't worry, girls — ws'll endeavour 
to get a piccy of the graphic artist 
for the next WiP. 



JIMMY CARTER 

King of Thieves is a bit of a departure 
from Team 17's slick arcade offer- 
ings, Considering the fact that Rico 
and Andreas are best known for their 
action-packed blasteramas, it's sur- 
prising to discover that they're con- 
fident about maintaining their 
impressive track record — even 
though designing a 'strategy' game 
is fairly new to them. 

"We've never done a really in- 
depth game like this before," says 
Rico. "I've always had a thing lor 
mediaeval/fantasy gamps, but noth- 
ing like Dung-eon Master or Eye Of 
The Beholder, I prefer it to be simple, 
fun and balanced — which, hopeful- 
ly, is how King of Thieves will turn 
out in the end." 

"For a strategy game, it will have 



a surprisingly large variety of arcade 
sections/' adds Marcus. "I mean, 
we' re not talking SSI stuff here." 

"We have found it a little difficult 
adjusting to this kind of game," 
admits Rico, "but mainly because the 
ides for King of Thieves is really great 
in my head and I have a lot of diffi- 
culty communicating my ideas. This 
game also requires the input of more 
than one person for the design. I 
guess I'll get more help when there's 
more game on the table, 

"We've never said that we'd only 
write arcade games — it's something 
that we've been branded with rather 
than choosing as an identity. So 
we've done arcade games that have 
put the opposition to shame — 
who's to say that we're not equal 
ly as good at producing other 
genres?" Who indeed? 
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Rather than leaving you staring at a blank screen while the next sec- 
tion of the game loads, Rico has created a number of intermediate 
screens which pop uf> whenever the game accesses additional 
data. These screens are drawn directly into the computer, and 
take three or four days each to finish. 




Marcus. "Particularly in the early 
stages, our programmers are given 
pretty much a free rein as they're the 
ones who are the most creative, 
know exactly what can be achieved 
and exactly what they're aiming for." 

"Yeah, then we come along a lit- 
tle later and ask them to start all over 
again, completely revamp their stuff 
and cause headaches all round," jokes 
Alan "After all, games development 
was never meant to be easy! 

"But seriously. Team 17 is unique 
in that games receive inspiration and 
input from many parties: marketing 
and PR people, games testers, MDs. 
project management people and, of 
course, programmers. It's because so 
many people's ideas are Incorporat- 
ed that Team 17 games very rarely 
disappoint, King Of Thieves is very 
much a Rico and Andreas inspired 
game, but other members of the 
company will no doubt begin to get 
more deeply involved later on. One 
other key difference at Team 1 7 than 
at other software publishers is that 
ideas are actually listened to, and 
quality of product is genuinely the 
most important thing!" 

This is our most ambitious project 
yet," Marcus confides. 

'Too bloody right it is," adds Rico. 
"You may be surprised from the little 



"I used to draw on to paper and then scan the artwork in," explains Hied, 
"but now I find it much easier just to work directly on the computer." The 
results, as you can see here, art truly amazing, and when Marcus describes 
some of the graphics as "works of art," he isn't exaggerating. 

'The knights are only in there for test reasons," says Rko, "to give an idea . 
of how the game will end up looking. We haven't got the arcade part up 
and running just yet — realistically, I think we're about four weeks away 

from a working version." 
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The amalgamation of three genres 
— strategy, shoot- 'em -up and beat- 
'em-up — could potentially be disas- 
trous, but Rico is sure that a liberal 
sprinkling of that Team 17 magk' 
will see them through. 

"We incorporated Ping-Pong into 
Alien Breed and that worked!" he 
laughs. "Hopefully, it will be success- 
ful. You should feel at home with it 
whatever type of game you play." 

"I think all really successful games 
are a combination of two or more 
genres," muses Marcus, "When I 
worked on Amiga Format we were 
always taking the rap for being a 
strategy game fan's mag, but it was 
never really the case. There have 
always been many Amiga owners 
who are fans of managementfRPCi 
games, but equally there have also 
been lots of arcade/platform enthu- 
siasts. Amiga owners are not gener- 
ally so short sighted as to adhere to 
one type of game only, I believe good 
arcade games still have a market, just 
as good strategy games do, and King 
Of Thieves will prove that by offering 
the best of both worlds..." 

"...And because we have so much 

time with King Of Thieves, it 
means we can really focus on the 
garneplay and ensure it gels 



well," adds Alan. "The game was orig- 
inally scheduled for a late '94 release, 
but it will now spill over into next 
year — this has been done deliber- 
ately in order to give Rico and 
Andreas plenty of time. King Of 
Thieves will be a huge release for us 
and we have no intention of screwing 
things up by rushing it along. And a 
game with so much in it has to be 
tackled head-on with everyone 
behind it 100 percent It's been a 
while since our dynamic Swedish duo 
have done anything new, but the 
wait will be worthwhile. Aaagh, don't 
you just hate cliches?" 

With 'the strategy element appeal- 
ing to more mature gamers, will the 
game include more 'adult' elements, 
like explicit violence and stuff ? 

"Personally, I reckon there should 
be loads of gore and genuinely shock- 
ing material/' admits Rico, display- 
ing a disturbing side to his usually 
placid personality, "but then it might 
get censored..." 

"...That's the problem — there 
actually is censorship in computer 
games," elucidates Marcus. "Games 
now have a little logo on the box 
advising people what age group it is 
'suitable' for. And that can limit your 
potential market." 




"That said, nobody's ever said J No' 
to anything I've done so far," contin- 
ues Rico, "Except when Alien Breed it 
got censored and the mangled bod- 
ies were removed. That was a real 
bummer." br, quite. 

"But we have reinstated them for 
Tower Assauit," explains Marcus, "At 
the cost of a 15 age- rating." 

WHORESON CARTA 

With Rico and Andreas both based in 
Sweden, Team 1 7 gets to see any pro- 
gression only once in a while — but 
that suits both parties, 

"I try to show as little as I can get 
away with. . . " smiles Rico. 

"...But that suits us," counters 



that's been seen so far that there's 
already a damn sight more backstage 
stuff gone into the graphics than any 
of the Breed games." 

"They are awesome, though," con- 
cludes Marcus. "You've seen some, 
we've seen more, and some of the 
things Rico has come up with for King 
Of Thieves are truly works of art." 

And that's about it for this month. 
In our next behind the scenes look at 
King of Thieves, we'll be focussing 
more on development problems, and 
how the in-game features are com- 
ing along. As I mentioned earlier, this 
is the first of, ooh... literally many 
looks at this ground-breaking game, 
the next of which will be in a couple 
of months. See you then. 




PROJECT: TH« Big End 

PUBLISHER; Supervision 
DEVELOPER: The Hidden: Craig 
Howard {graphics, Al); WIN Bell 
(Programming); Simon Leggett 
(graphics, Al) 

INITIATED: September 1991 
RELEASE: October 1994 

mmm. The Big End. Only the 
Viz- style minds of The One 
team, or the puerile brains 
of The Hidden could come up with 
a car game called The Big End, Fol- 
lowing his first game Dong* being 
hastily re-named Dank) at the last 
minute [because of reports that WH 
Smiths wouldn't stock it), Craig 
Howard of The Hidden is determined 
to get a double-entendre into one of 
his games somehow. 

"It took us ages to think of The 
Big End," he says with a grin. "It's 
got a great double-meaning, and the 




boss really likes it. We're planning to 
do a rally game next, which was 
going to be called Muck 'n Rubber'; 
maybe we'll carry on with it at some 
point," Oh dear... 

The Big End (or THE as it is 
known), in case you were wonder- 
ing, refers to "the larger end of the 
connecting rod in an internal com- 
bustion engine," apparently, and so 
has at least some reference to cars. 
For it's a racing game, you see; a 
fast, colourful zoom-around that 
manages to steer clear of the obvi- 
ous Overdrive/Skidmarks clone tags. 

"We've gone for an isometric 
view, which is obviously still over- 
head like Overdrive, but it adds a bit 
more depth," Craig boasts. "The cars 
are further away than in most 
games, so you can see more scenery 
— and hence you can see the corners 
earlier and react to them. That alone 
makes the game more playable." 

Each member of The Hidden is a 
big fan of car games. They spent a 
long time "researching" Formula 1 




Grand Prix — one of their favourites 
— along with the obvious Overdrive 
and Skidmarks. "You'll be able to 
pick TBE up and drive around — but 
hopefully you'll crash on the first 
corner/' says Craig, somewhat cryp- 
tically. "The car algorithms are real- 
istic, In other car racing games they 
just have inertia; we've got proper 
handling just like in F1GP. 

"We've spent an enormous 
amount of time doing just the arti- 
ficial intelligence and the handling 
of it all. Hopefully, the overall feel 
should be different but still familiar, 
if you see what I mean — in the 
same way that most footy fans find 
Sensible Soccer. It sort of carves its 
own niche, its own feel, so hopeful- 
ly TBE will play uniquely — to go 
with the unique graphics, perhaps," 
he laughs. 

Another trick they've, ah, bor- 
rowed from F1GP is the use of a 
number of cameras: "The cars won't 
be fixed in the centre of the screen 
as they are in, um, some games," 
Craig reveals. "The camera will pan 
around intelligently to show the 
maximum amount of course coming 
upas possible." 

As Craig says, TBE "is packed with 
algorithms and options," but he's 
keen to emphasise that it can be an 
arcade game if that's what you 
want, "TBE will be as complicated 
as, say, Jetstrike was; but the novice 
player will be able to get into it 
more easily. The average Overdrive 
player could play this game, but also 
the F1GP players will enjoy it too, 

"It has all the little twiddly bits 
like when you're on the grass it 
sprays up, and when you hit the 



tyres they bounce around. Occa- 
sionally sparks come off the road, 
and of course, you leave skid marks 
behind (titter ye not, small child]. 
But we're not forgetting the more 
demanding racers," he stresses. 
"We're also putting a management 
aspect into it. It won't be anything 
radical, because it's not a manage- 
ment-style game, but it's intended 
to give people a little bit more depth 
if they want it." 

On the graphics front TBE will fea- 
ture tunnels and bridges, but will 
use a unique system to display 
them. "If, say, we did the tunnel 
from the Monaco circuit," explains 
Craig, "we would build it using 
beams and girders — effectively the 
bare bones of the tunnei. Then we'd 
put loads of shadow on it. so it looks 
very dark and you know you're in a 
tunnel, but you'll always be able to 
see your car. Okay, it's not a 100 per- 
cent perfect solution, but we think 
it works. 

"The graphic system's really 
clever," he continues, modestly. "It 
uses all 256 colours, so if a car goes 
under a shadow it won't just go 
black; it will actually be shaded 
down to make it look darker. You 
should hopefully see the douds 
above the track as well." Because it's 
256 colours — yes, you guessed it — 
The Big End will be A 12 00 and CD32 
only at first. "We really like design- 
ing for those machines. We will try 
to make an A500 version afterwards, 
but we have to be realistic; we have 
to look at other platforms as a 
means for bringing money in, so 
that we can plough some of it 
back into Amiga development," 
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What's the difference between a h 

of elephants and some plums,)? 



Nothing, they're both purple, except 
for the elephants! 



SPHERIC 
WORLDS 

Black Legend/Croteam 



I was pleasantly surprised recent- 
ly, when Black Legend brought a 
representative from their Croat- 
ian office around to show us some 
of their forthcoming attractions. 
You've probably already bumped 
into one of them (page 34's Semi" 
look -alike), but that's not all folks, 
and with the aid of Richard Holmes 
I'd like to present to you another 
two games that are currently 'in 
development', as we say. 

The first of these games goes by 
the name of Spherical Worlds, and 
features a, er... spherical hero, who 
has to work his metallic way through 
overhead-viewed levels filled with 
rampant nasties, just gagging to 
hurt you in a fatal sort of way. 
Richard explains. .. 

"We're still adding the 'sphere' 
element of the game play, with 
ramps making you climb and 
descend to gain speed, and the pos- 
sibility of some jumps in there as 
well. We're trying to make it a bit of 
a combination, with elements of 
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'Here come the plums," He was colourblind! 



shoot-'em-up, 
Gauntlet and Marble 
Madness, so it's got a different feel 
to it. We also think it's quite impor- 
tant to have a good view of distance 
around you — to feel that you're in 
control — without someone just 
suddenly appearing in front of you, 
so we've done this by making the 
characters quite small on-screen." 
The game also carries a certain 
Alien flreed-ness as far as collecting 
items goes, with keys and money lit- 
tering the floor. There are a number 
of different keys on offer, and a 'big 
gun shop' where collected credits 
can be exchanged for better 
weaponry and extras such as maps 
and, er--- stuff. 

"It's very much a new idea, com- 
bining the best of Alien Breed, 
Gauntlet and that sort," explains 
Richard, "but the main selling point 
has got to be that it's not just 'go 
out and blast them', you have to 
think about where you go and how 
you use keys. Do you use them to 
collect money, or do you 
head off somewhere 
else? Another major sell- 
ing point is that it's just 
a hell of a lot of fun, a 
really good blast" 

The game will be split 
into a number of large 
levels, with a handy save 
option to avoid frustra- 
tion and make it more 
of an adventure rather 
than just a 'good shoot- 
'em-up'. 

Well, shipmates, it 
certain looks and sounds 
tike a rather tasty 
morsel, and if you can 
hold your water until 
November, you'll be able 
to sample their cookies 
for yourself- (What are 
you on, and can I have 
an ounce? — Simon). 





'Knock, knock!" 
"Who's there?" 



ext to emerge, 

all wet and 

scarce half- 
made-up' from 
Croteam's black bag 
of unfinished stuff, is 
an interesting ID- 
viewed dungeon 
romp, currently oper- 
ating under the 
working title of 
Evil's Doom. At 
the time of 
writing, 
there's no set 
story line — 
in fact, there 
isn't even a 
game; just a 
very attractive 
3D engine that 
allows you to wan 
der around admiring 
the gorgeous stone 
cladding- Once again, our pal 
Richard Holmes helps us through 
the darkness. . 

"At the moment it's basically a 
routine with the high-res interlaced 
game screen at the top, which has 
yet to be spaced out properly, and 
3D code that looks like Doom [see 
the next Mini WiP, fact fans]- You'll 
also notice the detail and light flick- 
ering that's been added to give it 
that right atmosphere, while a pro- 
grammer has spent about a year 
and a half designing monsters, 
locations and that sort of thing. All 
the programming is in there, a=nd 
now it's basically a question of 
i making the game around it — 
that's what we're concentrating on 
at the moment." 

It seems that, though from a 
'Work in Progress' point of view. 



"Hey! I didn't 

know you tould 

yodel!" 

the game is in 
its earliest 

stages, from 
where the pro- 
ducer is standing 
it's already about 70 
percent complete and 
most of the hard work is 
already 'done'. 

Having mentioned Doom, I won- 
der if that's the angle Black Legend 
is going for, or should we expect a 
more Dungeon Master-esque romp? 
"It's more likely to be a fantasy 
role playing game: we only want the 
Doom comparison as far as the full 
screen goes. There are a lot of new 
ideas going into this game, but we're 
still not decided on the final product. 
I can promise that it will be a very 
polished game — not just Dungeon 
Master 36." 

And so, bold adventurers, with 
that, it's time to leave Black Legend 
for now, and as far as Evil's Doom 
goes we shall not be returning to this 
place until early If 95. 

The future.., it's a frightening 
place. (It's not a place at all Matt, is 
it? — Harry), 
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DEATHMASQUE 

Apache 




y now, most people who 
read computer magazines, 
whether multi-format, PC or 
Amiga, will have heard of the game 
Doom. It is, quite simply, a 3D shoot- 
'em-up, playing in first-person per- 
spective. Though there have been a 
number of games in the past that 
have tried to produce such an 
effect (even the Amiga 
has had, for instance, 
Wired" Guns, or even 
the raptor bit from 
Jurassic Park 1 } 

Doom is generally 
accepted as the 
best yet. It's not 
surprising, then, 
that a huge number 
of copy-cat products 
have started to surface 
[believe me, the PC front 
is already flooded with crap 
pretenders) and the Amiga looks set 
to receive its first real offering. 

Deathmasque has, rather intelli- 
gently, avoided bothering with any 
huge, boring storyline, and has just 
opted to go for 'tons of fun — with 
a jolly big gun'. The end result is a 
simultaneous two-player combat 
game, with emphasis on super-fast 
action, strategy, exploration and 
atmosphere (it says here). You view 
a split-screen, and players operate as 
one of three characters, with 
attributes designed to appeal to dif- 
ferent playing styles (don't worry 
though, they've all got huge guns!) 




The plan is that you will have to 
work your way through scenarios 
such as prison asteroids, alien space 
craft warehouses, caves, Martian 
colonies and genetic research sta- 
tions, killing the various armed bad 
guys and strange monsters that you 
meet along the way. 

Because the game allows 
for simultaneous play, 
two players can also 
indulge in a simpli- 
k fied 'who can kill 
the other person 
first?' competi- 
tion, where all the 
really fancy stuff 
is stripped out and 
you just have to 
find and ultimately 
shoot the other per- 
son. This game will be 
spiced up with the addition 
of such toys as Total i?eca//-style 
holographic clones (which you can 
set up and then lay in wait nearby) 
and Predator- style cloaking devices 
(a hit like Spy vs Spy, then? — Andy). 
Apache is working hard to keep 
the speed up without having to 
resort to tiny game windows — 
offering the player three different 
detail levels for personal preference. 
As you can probably imagine, this 
works superbly in Doom, and if 
Apache can do a decent job of cre- 
ating this effect on the Amiga, it'll 
have a bit of a hot potato in its 
hands. And no mistakin'. 





ave you ever noticed that 
there's no such thing as a 
puzzle game? I mean, obvi- 
ously there are such things as puz- 
zle games, but not if you're a soft- 
ware publisher who's drafting up a 
press release. Then there are only 
such things as 'highly addictive puz- 
zle games' or 'strategically taxing 
puzzle games'. Well I think it's time 
to cut the crap, and refer to them 
as they truly are, And so ladies and 
gentlemen, may I present to you — 
'Another version of Pipe Mania with 
a touch of fern's thrown in for good 
measure'. Hurrah! 

No offence, you understand, as 
Super Loopi actually looks to he 
quite an interesting iittie brain 
churner. It is quite similar to Pipe 
Mania in that you receive bits of 
'tubing' varying in size and shape, 
and you must rotate and fix these 
pieces onto an overall board in an 
attempt to make a set number of 
complete loops (or, hey, 'loopz') 
before your time limit runs out. 

You can have as many individual 
'loopz' on the go at the same time 
as you want, or you can concentrate 



on making 

the biggest loop 

possible. Obviously, after a while 

the screen begins to get cluttered, 

forcing you to stock pile useless bits 

in any available space, 

You can rotate the pieces before 
placing them, allowing you to twist 
and turn like a twisty turny thi... 
(snip. I've already used that gag on 
page 30! — Simon,) and you can 
use 'Gophers' to clear a certain 
amount of unwanted pieces. 

The final game will feature an 
arcade mode, with 10 'loopz' being 
completed within a progressively 
tighter time limit; a standard game, 
where you set the difficulty level 
yourself; and a challenge level 
where two people play against each 
other simultaneously on separate 
playing fields. 

These features, plus the inclusion 
of bonus rounds, should keep the 
general puzzle lovers happy, and in 
a month's time we'll be bringing 
you a full review. Aren't we great! 
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Flight Sim 2 Great Britain Scenery 24 99 

FligFuSim 2 Japan Scenery 13 99 

Flight Sim 2 hkwwniian 5c«nfry 13.99 

Flight Sim 2 USA No 7 Woik*aran Scenery 13.9? 

Fliflhl Sim 2 USA Mo 9 Clwogc Scenery 13 °9 

rliahtSim 2 U£A Na I I fierrair Scenery 13.99 

flight S(rn 2 USA Ho 12 Ne» Yort Scenery ... .13 99 

r lighl 5im 2 1 iWes*em f u/awnn Tour 13.99 

hnhl 6. 2 Scenery ColFBCfcon A 24.99 

Flight S 2 Stenery Collection B .26.9* 

Fnrmulo'OnfOrqndPrii 22.99 

G2 17.99 

Genetic. . -... , 19.99 

Geneiis CD32. 19.99 

Global Domiiwlion 26.9* 

Citafeci' Ciladiaron 20.99 

Goal 1099 

Gofcliins3 ..22.99 

GrarKjFn -Gooch Second Inn iraa 11.99" 

Graham Goodi Vferld Claw Crkkei 1*.°* 

Groharn Taylor^ Soccir Challenge 8.99 

OnmpnmZ " 16.9* 

Gulp 18.9* 



MxEhsrrUhkJFWir lBOOueCham|i»_ 
Moflhunrer "Ne* York 



19.9* 

„. - 12.99 

Mctns Beoccn 2 19.** 

."^es-ienaeri of Doom , 19.9* 

Hie n jc M ni .C032 .29.99 

Micro rvtacbiwes. ,17.** 

Maimer 1 - 10.99 

Mjdwinlw2 14.99 

M&S, Man A600 /Al 2O0/CD32 .17.** 

Monopory lfl.99 

ManarKombcr. 20.99 

NarcD Police 5 99 

nKCK FALDO'S COIF... jCB32 .22.9* 

Nigel Maxell Vfcrld Chanip AJOO/CD32 . 1 ;.99 

No Seccrid Prii* Z A5O0/CD32. 14.99 

Oh The Ball 19.99 

OnThsboll . . ,,, ,,, AI200 22 99 

Of»rahan SlearHi 11.99 

CXirTa'.uneh AI200 17*9 

Pafoto\ Stan B 99 

Porihelon 19 99 

PGA Tour Goff , , 12 99 

PINBAU uMAMS * FANTASIES _ 22.99 

P.rcat FantaiiH AI200 i° 99 

Pinboi Fantatie* - CD32 24 99 

PsnfeJ Magic 99 

Pinnie.. A50C.orAl200.l7.99 

PirarosGald CD32 I? 99 

FlonetFmtbal ,„.,A1200/CD32 22 99 

PokwQueH 1 or 2 or 3 12 99 

F^jwennonqer& DntaDisit 1299 

Pieniisie.' C032 1299 

PHEMtfB MANAGF.R 2 _ 12.99 

Prince- Of Peraio 99 

ProjeciX 10.99 

Pro ki »/F 1 7 Cliollmq= CD32 . 1 7.99 

Psycho XilU JL C032 22 99 

ProViuisTouf 2- Jrwiy Connor &tbq» Courts 2 . (.99 

PUCGST , .L.„ - 1 9.99 

Onli/Alien 8rwcf CD32 .17.99 

Quesr Far Glory 1 12.9* 

Quest For Glory 2 13.99 

Raiifiaod Tycoon S.99 

fioodi For Ik* SViei 22.99 

Ring* Of Juteduto Gold 19.99 

US! Of THE (OBOTS ASOfl .2S.99 

RISE OF THE ROBOTS „ , ,„A12t» ,57.9* 

^r(Jt--i K Ro6oh C 332 .2 i .99 

Rood Rash lft.** 

Robjnson'i Requirn .,.,. 22.99 

Raokus 17.99 

Rugby Leogue Coach , 19.99 

Cub of engagement 2 22.99 

RuffN' TunSST 17.** 

ItyderCup ,, , CD32 .20.99 

(cyder Cu{> Al 200/ A5QQ . 1 ?.** 

Sbbre Team fenhancedl A 1 2O0/CW2 .20.9* 

Second Sonwrai A5O0/A12O0/CB32. 19.99 

SECRET OF MONKEY ISLAND [1 MEG) 12.** 

Secret of Monkey Island 2 24,.** 

SeekNpenroy A5O0/CD32 . 1 7.99 



Sensible Soccer CD32. 19.99 

Sensible World Of Sownr I 9.99 

5ENSBLE SOCCER INTERNATIONAL ECHTFON „ 13.** 

SETTLERS ,.„„,„ 19.99 

Shadow Lands * B.99 

SIERRA SOCCEft 16** 

Silent ServK* 2 12.99 

sim an 2000 __—», 22.99 

SIM or* classic I7.« 

Sim City DeluM 19.99 

Sim Cih Lwrm-ips , - 19.99 

5im City Populous I* » 

Sim 1K...T. A500/CD32 22 99 

Simon The Sorreror A500/CD32 22 99 

Simon, The Soroeror AI200 29 99 

Skidmarks 17 99 

Slicki 12 99 

SocwrKid ,CD32 19 99 

Socce/ fearn Mctncsger 10.59 

SoupTnsHThe Search for Slock)..... 19 99 

Space Quesll 12.99 

SppcfOuml 2 1L>.» 

SpaceQueil 3 , 14.99 

sCaceHL.V .. 22.99 

SSCE LEGENDS 1».» 

Soeidball2 ...8.99 

STARIORD „_.. „-.- 22.99 

Slur Trek AI200.22 99 

Street Fighter J 12.9* 

Striker „ S.99 

Str kei , CL>32 .19.99 

5U.B - 1 *** 

Saperfrog , CM2 . 12.99 

Super Hero. .. 19.99 

Su^ StaPdust^ 1 ™ 09 " ' .C032/AI 200:29.99 

Suuiwvicicy -j-- 10.99 

SuSNinj« C0J2.1*.** 

Syid ca*B 22.99 

Toclicol Manager- English or ScaHish O* IWitin 1*,9* 

Test Malch Cricket .... 16.99 

letrn 1 6.99 

TCAM 17 COLLECTION VOL! 1**9 

tfk AiasWam .22.9* 

•tie Blue iTheGrty , 22.99 

THE GREATEST , 21,99 

Their FinettHcur 12.** 

THEMt ftUK A1200 OH A500 -tt ** 

•Sorr^do . AS00/CO32 .22.99 

TokslCamacte . . —-. 16.9* 

Total Camaae C032.I*.** 

Tower AsK^ult AS00/A12Q0 .1 3.99 

Town With No Nome CD32 .22.9* 

trocoo2 22.** 

Traoi N Traasurei ....' 7.99 

Trolh. , AiOO or A1200 ...9.99 

Triviol PuriuitOefuM OD32 I 9.99 

Tralk CD32.I9.99 

Turnino PctinS ^ 22.99 

Simeon 3. A500/C032 I 7.** 

TVSporhDue CD32. 19.99 

UF<T 2299 

..22.99 



U9d 

ULTIMATE BOCt BLOWS ... 
ULTIMATE PINBAa QUEST. 
Urtcveted 

Utopia 

ValniSa- lord iol iiinnily 



..CD32 



,AKt0/Crj32 



Vikings 

WEMBLEY IMIERNATIONAI. SOCCER -CD32 

WEMBLEY INTERNATIONAL SOCCER Al 200 

Yv«mblny Ruqhy leoque A500 or Al 200 

W„a Cup Soccer ^T7. A500/A1200 

Wi« Cup Sotcei CD32 

WViler Gold 

Winter Olympics, ,., ,. ..... ... 

WORLD CUP USA 1994. „„„„-. 

WORLD CUP YEAS '*4, ,-..- 

Zool CD32 

Zool 

Zoel2 
Zool 2 
Zool 2. 



CD32 

A 1. 200 



19 99 
I*.** 

I 7.99 
B*9 
19.99 
19.99 
999 
19.99 
17.99 
/ ■>>* 
'7 99 
'.9 99 
12 99 
22 W 
17.99 
19.99 
1999 
12.99 
10.99 
19.99 
17.99 



COMPILATIONS 



WORLD CUE YEAR 93/94 

Sens,ibf* Soccer, 

On-pansFap ,MavM« '93. 

Slrilter, Goal 

El 9.99 



.OSOSOf POWER 

iU,i L.,-t» X hd Bamn. 

PoiSKK|Tiwgn,FTfwf 

Ci«i«^i 



curoctvccucaisN 

x-.'i 

Diiz> lilwid rj'i. SI^Jhii* 

Vimvdvcnii, S^etdurln 

tlijywcea 

HAM 



0C3Y (OLLECTKM 

Fa* frol. Itwiit Sikh. 

Fontaiy Vflftntd L>22y. Trea su^ 

Is. Diuy. rADgkt^pnJ Di' ry 

tTM* 



DIZZY'S UIEUiNT 

ADVEnTJKES 

Dizzy Panic. 

Msble D,iiy. Dnzj-rrocD cl 

i<&ii Fall. Speltaund 

Dizzy., Kvpik Stok 

tlMF 



AWARD WINNERS 2 

S*n*ioAfi Soccer, 

Zml Jim<ny SVnitei 1 1> I 

£1*.** 



HAM 17 VOL 1 

Bmly Blews. Supedroe. 

(JvFT.4:.™. 

I1T.97 



SfA<i IfGENDS 

Wing Commander, Elite, 

Mean kLNBlkr 1 

£19.?9 



HOhWAT CLASSICS 2 

Fl 9 StwknligW. 

SitrttJerviaiJ. 

FotJ^ltiandi 



EJICFIiEW&VitrS 
AfKXE* >v9W.t(.W*S P«X. 

SHUTTLE FCPULQUS 2 



THE CBiHIST- 

limmy Wl'iiu's SrioelcAr, 

Uji* af The Tonnnest. C\^r 

Dl.fl 



SPECIAL OFFERS 



Aiken fJneed 2 „12.« 

Arabian Knitjhli .............. 9.9* 

B«fy Blows ....12.9* 

Brutal Fwlboll ..10.99 

CiviBMrion,. ; AI200..17.99 

Champion ship Manager '93 1 2.99 

Chaos Engine 9.9* 

Chuck Rock ,,.,„.,,„ 10.99 

Diuy iPonk „.„ -4.9* 

Ja*k Ntcklaus Unlimind golr., 12.99 

Jock nkklous Courw P»ignen Clip arl Vti 17.** 

Kick Off 2 Finol Whisife 7.** 

Kick Off 2 Winning Todies -.„. r „5,** 

Lemmingi 2 the Tribes .....12.** 

Lahj, TriW - 12.** 

Nkk FgldTL G&U .....12,** 

N McriHill World Champ... A12D0....1 2 99 

Premier MonogBr 2 ...,,7,99 

Sabre Team ™ 9*9 

Sensible Soccer 92/*3 I2.*9 

Shadow Worfcis _ „...,*.** 

Socoer Kid ASO0/AI200.9.** 

Super Telriv ........12.9* 

Thundarslrike ^..,..„..,...,..,,5.99 

Uhpoio * New Worldi ..12.99 

Wing Cornmonder ,....9.99 

ZoaT 8 99 

Zool 2 A5OQ/A120O..10.*9 



EDUCATIONAL 



A(H English lAJl Agjw| 17.9* 

ACH French [All Ages) 17.99 

AWMofhs (All Acjei) 17.99 

ALU GC5E Molhs-lngrish or Fiench 22.99 

Better Spelling (B-IOI „...,...,.„..,..„.. 1 3.99 

Mter Maihi [12-161 .„.. ...„ 13.9* 

Cave Maw (8-12) - -10,99 

Fffldian Goblins (3-131... - 10.99 

Fun School 2 rjU6| orl6-Si or (B-H .6.9* 

Fun School 41 |U5| Of |5 7> Of |7- 1 11 ,. 1 6,99 

Fun School hw* * Oe* ko*r 5*J — -„„..17.W 

Fun SflSool Speftng far P- 1 J). , 17.** 

Junior Typist (5-T0| 1 0*9 

Mapic ManSi i;4-5| „ I3,*9 

Marni Oroooni 16-13) 10.99 

Malhi Mann 48-12) - 13.99 

Merlin Mann (7- 1 1 ).,. „„.,., 1 7.99 

Mkkey' i 1 23i (2-5] ......... 1 3,9* 

Mickey' i ABC's (2-S 1 3.9* 

Noddy * Big Adventure 16.9* 

Noddy a Ptny Time |3+] „..„..„.„„„.„ 16.99 

Kdure Fractions (7- 1 Of 1 0.9* 

Playschool (3-8) 9.99 

(teauMiing wittl Tro(ll |5 12| 10,9* 

Tidy The Rouse 1610) ....9.9* 

Robin Hood (8 * 1 ...13.9* 

Surooae (A Christmas Cnroll !B*-I 13.9* 

The TrMt 8«an IS- 1 0) 1 3.99 

Thomas The Tonk Eoaine.. , , .„-,,~a-°* 

Wind in The Wllknrs |i*| „„. ...13.99 

Wizard Of Qz , 13.9* 



JUNIOR ADVENTURE 



JOYSTICK & ACCESSORIES 



10 Capacity 3.S" Disk Box 1.99 

-10 ubh ty 3..V D^k Bo* 4.99 

50Copadty3.5' , DiskBoji 5,99 

SO Capacity 3.5" Disk FJoh _.., 6,99 

100 Capacity 8J" tHiJi Bait ..7.99 

Analog Joy^hck Adaptor 4.99 

Cheetah 123+,..,, 7.99 

Cheetah Bug. , 1199 

Competition Pro Extra U.W 

Freewheel Steering Wheel ,.24.9* 

Gravis, Advanced Switch Joystick ,..,,,22.9* 

Mqu« !. 10,9* 

Mouwmot 1.99 

Gmvii. Game Pod - 14.9* 

Quickioy Jetnqhier ,.„ „. 1 1 .99 

Quick oy Pedals 17.9* 

Quick oj tapitaT ,.,„ 1 7.9* 

Quickioy Turbo- -.... 10,9* 

Suocom Slit Stick _ 5.9* 

Suncorn Toe 2..... „.„.™ 7.9* 

Wko n q" Shek „,-.-J-°* 



3. 5 "BLANK DISKS 



TDK MIECmON UHH*H- BKYCIED 
VERI*TIM- I0IED «» LOOSE 

BOXED LOOSE 



10 
2C 
30 
40 
50 
100 



7.99 
14.50 
2l,»9 
28.49 
35.00 
65.00 



6.49 


5,99 


4.50 


11.99 


10,99 


8.50 


17.49 


1599 


1 2.00 


24.9* 


20.49 


15.00 


26.00 


23.99 


17.50 


49.99 


44.99 


35.00 



RE VI EWS I NTRO 





46 UNIVERSE 

50 WORLD CUP USA '94 

52 D-DAY 

54 PINKIE 

56 ON THE BALL 

58 ISHAR 3 

60 SOCCER 5TAR 

62 THE CLUE 

66 DARKSEED CD32 

67 KID CHAOS A1200 
67 WEMBLEY SOCCER A1200 

HOW DO WE DO IT? 

At The One we believe that a picture speaks a thousand words, Each review begins with a 
short introduction, telling you what sort of game you're reading about and outlining the 
plot. Then we follow that up with illustrations, maps and diagrams accompanied by 
informative captions that demonstrate every aspect of the gameplay, Finally there's the 
Verdict where we explain the game's good and bad points in detail, so that you can work 
out whether the game's for you or not. Though a review is written by one person, the whole 
team plays every game reviewed and the Verdict and scores are based on everyone's input. 
Based on years of research this is, quite simply, the best game reviewing system devised by 
man. Probably. 

( THE VERDICT PANEL EXPLAINED; 



Core Design 

US Gold 

Impressions 

Millennium 

Daze Marketing ^£^ 

Daze Marketing 

BUB Software 

Black Legend 

Cyberdreams 

Ocean 

Audiogenic 



This pkcy shows you clearly which 
Amiga - A5OO/600, A120D or CD32 ■ 
the game is being reviewed on. 



This panel indicates who is pub- 
lishing and who created the game, 
along with essential info such as 
how much the game costs, when 
it'll be released, the control sys- 
tem(s) used, how much memory 
your Amiga needs to run it, how 
may disks it comes on (and there- 
fore how much swapping you can 
anticipate) and even whether you 
can install it onto your hard drive. 



This percentage indicates not only 
how well-drawn or animated the 

graphics are, but also how well 

they complement the game, Some 
games look great in static form 
but may be slow and jerky 'in the 
flesh' which will be indicated by a 
lower-than-expected Graphics 
score. 



As with Graphics, the Sound score 
isn't based purely on the quality 
of the tunes and sound effects, 
but also on how well they 
enhance the game, For instance, 
an all-guns-blazing shoot- r em-up 
with a silly bouncy jingle wouldn't 
do well here. 




Payability, which we hope will 
soon be incorporated into the 
Oxford English Dictionary as a 
'real' word (write to your MP!),, 
indicates how easy the game is to 
get into and how much fun it is to 
play. Things like poor control or 
cluttered screens will take this 
score down. 



Another 'new' word. La stability 
indicates whether you're likely to 

finish the game in a day or a year, 

and also whether the game is one 
you're likely to keep returning to 
time and time again. It's a rather 
important mark, especially with 
games being so expensive. 



The Overall score is the definitive 
guide as to whether a game is 
goad or bad. It takes into account 
many factors other than the four 
main ones listed above, which is 
why it's not simply an average of 
those scores. Anything scoring 
85% or above is considered an 
essential purchase. 



The Amiga family is even bigger 
than ever now, with people able 
to buy A50 0,600s, A1200sand 
CD32*. Here's where we'll tell you 
about how the game runs on the 
machines not covered in the main 
Verdict panel, as well as whether 
any enhanced or cut-down 
versions of the game are planned. 






SIMON BYRON 

Simon's gone on holiday, so we 
can write whatever we want 
about him. We've always 
thought he's a bald, stupid, four- 
eyed, sn aggie- toothed, greasy, 
bossy, stupid, unfunny, stkky- 
. out-eared, uppity, tarty, two-tim- 
1 ing, sad. gutless, biggly-hooted, 
crap-at-editing, circulation-reduc- 
ing git. His mum has also asked us to say that she's 
fed up with washing his smelly pants, 

m -q AWDV NUTTALL, 

If Andy was ever allowed to take 
any time off, then we'd make no 
hones about letting you know 
| J that he's a Welsh, candy-ftoss- 
h, sired, disorganised, boggle- 
| eyed, phlegm-spraying, "ooh 
'ullo," carrot-topped, sheep- 
\ bothering, crap at rugby, Welsh, 
1 IMorman-no-frrends, mine's a 
half-of-light-and-bitter-top boya, relentlessly cheer- 
ful, gimpy, softly-minted, taffy git. 

■d MATT BR0UGHT0N 

When Matt pops over toTenerife 
next month, we'll be able to 
explain to all that he's a rubber- 
necked Essex boy with a crap- 
■ voice, no talent, and an oh-so- 
trendy beard, who fancies him- 
self something rotten. He's also 
a blind, vain, puffy- haired, Oil -of - 
Ulay-using git who has — after 

all these months — admitted that he like Bjork's 

music, What an utter ponce! 

~\ HARRY ATTRILL 
| The fact that Harry's an old, sad, 
unpopular, pedantic, miserable, 
_ stripy-socked, big-words are 
j clever aren't they?, going-OUt- 
wit h-a-thesaurus. Radio -4-1 iking, 
deckchair jhirted, always-war- 
reminiscing, crap at Sensi, can't- 
spell-humorous, haggard, damp, 
_ set-in-his-ways, full-of-useless- 
information git, means nothing to us. We wouldn't 
like him anyway. 




j:; 



J0 WIMSL0W 

Of course, there's nothing bad 
to say about Jo at all because 
she's a girl and girls aren't ever 
horrible. Ever. Nope — they're 
made of 'all things nice' which 
means that they never get up to 
the horrid things that boys do. 
But we find it hard to -believe 
that old Elfy bloomers never 
blows-off in the bath, or picks her ickle, pricky 
nosey- wosey. Don't we lads? j 





Will Core's latest 
graphic adventure 
. be universally 
applauded by all? 
Over to Simon 
Byron, wbo after a 
long period in 
comic therapy is 
now happy to be 
'just this bloke 
only too well 
aware of his 
insignificance 
in the great 
scheme of 
things'. 



dive's new Cybertoothpaste 
was minty, blue and 
refreshing too! 



About six months ago, the 
ever-smiling Susie from Core 
strode into our office clutch- 
ing several disks, wearing a grin that 
was so wide it made her lovely eyes 
water and her pretty nose bleed. 
After a few minutes of the customary 
innuendo and stupid comments, she 
revealed why she was visiting, 

"I've got an early version of Uni- 
verse, our next graphic adventure," 
she chuckled, her cheeks getting 
rosier by the minute. "It's from the 
team behind Curse of Ertchantta. So 
it must be good." 

Mistake number gne Although 
Curse was applauded by some mag- 
azines, it left us here at The One 
none-too impressed Its main failing 
point was the fact that you couldn't 
die, making the whoie adventure ten- 
sion-free- I made a mental note to 
raise the point when I could fit a 
word in sideways and continued lis- 
tening and nodding occasionally. 

In due course, the early preview 
version loaded. "Well, what do you 
think?" inquired the bright 'n r bubbly 
young softette. 

At this point in any presentation, if 
a game looks dodgy, we offer con- 
structive criticism or, more likely, 
laugh the PR person out of the build- 
ing. However, on this occasion I was 
feeling particularly cheerful for some 
reason or other (I think I'd seen some 
horrible car crash on the way to work 
or something) so I kept my trap shut. 

"Mgghs msmm-umm/' I offered, 
wishing that I hadn't decided to keep 



my gob tightly closed. If you spoke 
fluent rubbish then you would have 
realised that I was trying to say that 
it looked quite nice. This is the kind of 
non-committal remark we come up 
with when we're trying to think of 
something constructive to say about 
a game we don't like. And I didn't like 
UnSverse one little bit. 

There was nothing wrong with the 
plot, apart from the fact that it was 
virtually identical to Flashback (you 
know the kind of thing: young lad — 
this time tailed Boris — is sucked 
through a computer of some descrip- 
tion, across time and space and into 
an alien world., blah, blah, blah, blah, 
blah). In Core's defence, a great story 
teller did once say that there are only 
seven scenarios in the world. Obvi- 
ously one of them's labelled simply 
'Flashback'. 

Nope — f couldn't put my finger 
on exactly why I disliked the game. I 
just did. So you can imagine my reac- 
tion when, months later, Susie rang 
up and informed me that she'd be 
bringing down the finished game the 
following week. "Great," I lied. 
"What's it like?" 

"It's mega," she enthused. 

Pencilling this comment in for 
inclusion in the next feature we do 
about PR people lying through their 
fiery pants, I slammed the phone 
down and let out a long wail. 

But do you know what? For once 
in the entire history of PR, she wa 
right. Universe really is 'megaf, (v 
ever that means — Harry,). 



E V I E 





1 LL-ft j What iup.ir.itei Universe from the likes of Beneath A Steel iky. Kyran- 
din, and the Monkey Island duo, is its. use of arcade lections to break the 
action up. They're only simple sub-games (here you have to manoeuvre your 
craft into the docking arms) out they're entertaining nonetheless. However, 
you can't save your position whilst attempting to complete these sections, so 
it's worth foacking-up regularly . 



Background animations bring most kiwiii to lift*. 
Some are more subtle than others (spaceships flit- 
ting past in the distance) while the more impressive 
effects, like these vehicles racing around a location 
known as the Arcway (complete with sprite scal- 
ing and all that), are hard to miss. Forfu- 
they can't run you over. Phew. 



Y Csr-uire 



{Above) Ihe hottest substance in Universe is Carvite, an immense 
tive drug which can be traded for information or property. Most users of 
the drug tan be spotted a mile off - they usually live in the seedier parti of 
the cities and dress in attractive brown paper garments. Sinisterly. valuable 
security passes can be obtained from certain individuals, Much like in real 
life, really 



As you'ef imagine, there's 
plenty of travelling 
through space to be 
done in order to get from 
A to B, SO it's fortunate, 
then, that a h&ndy car 
thing tan be stolen. 
Although using it amounts 
to little mare than clicking on 
a few lines of text, with your 
actions displayed with a num- 
ber of small animations, it's f 
nite to see the programmers try- f 
in g to do something new. ._ 



E V I E W 



GETTING STARTED... - 

In a controversial break from tradition, I've decided to guide you through 
the opening stages of the game so that you — yes YOU! — can witness the 
kind of puzzles you'll be up against. 




...quite literally! You see, what with this being 
Space and everything, there's very littie gravity 
so if, say, Bads wanted to jump onto the distant 
asteroid via this spinning one... 
... then he'd have no problem at all. The more 
attentive of you will notice that this location 
bears an uncanny resemblance to the first one — 
and you'd be right. But this time Boris has a cir- 
cuit board... 



^9 



Demonstrating where 'pojnt-'n'-dick' interfaces got their name from. Uni- 
verse relies on a few taps on the mouse buttons to initiate actions. Sadly, 
sections of the background which play a role in the game aren't highlight- 
ed by text descriptions, so you often have to move the cursor around the 
screen and experiment with the actions to see if you're missing something 
blatantly obvious. 



...which should be inserted into the satellite dish. From here, Boris can 
extend the walkway, enabling him to walk over to this bustling location, 




ATTACH 
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if you're worried about exploring 
something as vast as the, er, Universe 
then don't be. The way the game is 
structured meant that only a few 
locations open up to you at a time. 
You're generally restricted to four or 
five key locations, with one dear 
objective to be fulfilled before the 
game allows you to continue. This 
system works well r and means that 
you'll never have to retrace your 
steps more than a few screens if you 
discover you've missed something. 



Apparently, 
Universe's programmers 
have created a revolutionary new 
technique which allows them to dis- 
play 12B colours on-screen. It has varying ^ 
degrees of effect. Whilst praise must be given 
for the backgrounds which are undeniably beau- 
tiful, Boris isn't particularly well drawn, Me moves 
tluidly enough, but the lack of any facial features 
relieves him of all personality. 
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Mike being pleasantly surprised. It's 
like when 1 managed to talk to a girl 
for more than five seconds without 
being ordered to "Bog off, Kojak" (It 
was actually 12 seconds. Angela was 
blind, you see.) And Universe, as you 
may have guessed, has surprised me. 


PubUiher; Core 
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f 34,99 Out Now 



Memory 
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*.s the sTars beyond ft* Uhedwoftt rotate ajaii.. 
jast, arced" horizon, Boris's senses starts To reel, k 
uneasy feel ins of vertigo svanps his nindj and once 
sj^ii-i * sir?o*€ vision takes £h?pe before: hip rtind J s 
£Vi. He sets the sianT forn of 3 ^ol.d robot surrounded 
tfith service gantries. 
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As Boris learns more about his quest, he keeps having mysterious visions 
which outline events happening on the other side of the galaxy. At the time 
of writing I haven't worked out exactly why Boris keeps Having these halluci- 
nations so I'm not in a position to tell you much more about them. Sorry- 




Vou would have thought that as most graphic 
tions by displaying topics, for you to select. Universe would be no different. 
And you'd be right. Just click the 'talk' icon and then move the cursor over 
the person you wish to chat to and these cut scenes appear, detailing the 
subsequent events. 



Pleasantly. The main character isn't Not Kardoiih init»uabi<? I 

^k as appealing as Foster in Sf 

?n \ Shy or Brandon in Kyrandi 

>ves \ the developers have roto- iMb^ ! e * 

jres I 

1 scoped a Jive actor {as 

I opposed to a dead one, I 

I suppose) but the results are 

f pretty poor. Maybe this has _. 
f something to do with the 

sprite scaling etc, but in sever- 
al instances there aren't enough 
animation frames, so some 
actions are a tad jerky. That said, 
Boris is the most versatile adventure 
hero I've come across, and this why 
Universe is so special. Like Flash- 
back, the lack of any background HH/a 
knowledge makes surviving in 
alien environment pretty tough 
the constant changing of f 
ensures that you're always on j 
toes- Some of the links in the plo 
a bit tenuous, and the solutions to 
couple of the puzzies a little obscure, 
the whole thing hangs together because it's l. 
are loads of little effects in the game which you don't expect 
to find in adventures — the space travel section springs to 
mind here — which although amount to little more than a 
series of linked screens with a few basic animations, demon- 
strate how much work went into the game. Adventure 
purists may find the arcade sections initially off-putting but 
I think the majority will welcome the diversion they provide. 
Another plus-point is the amount of disk swapping and 
accessing — basically it's minimal. Several screens are load- 
ed in at the same time but whenever the game does require 
additional disk data, the loading time is, ooh... 10 seconds 
tops. I wouldn't go so far as to say Universe is grou~ 
breaking, but it's interesting enough to warrant porch 
even if you've already got adventure games coming o> 
your ears. And if you have, go and see a doctor. 



^ AA — I This version is "all formats" apparently, which 
2Qv means that an A1 200 only Universe looks doubt - 
^^_^^^ ful. But remove that gun from your gob because 

"rjJJ — yes! — there'll be a CD32 version "with better 

music" out in August. For the same price! Aiieee! 
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It was coronation day in Soccerland, and all the little Amiga games had bounced along to 
watch the ceremony- The streets were lined with bunting and balloons, and the crowds 
hushed as a grave-faced Andy Nuttall stood upon his soap box. "There is to be no new 
King today," he proclaimed, "for the chosen one is crap/* {A bit like this intro — Harry.). 
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It's here! At last, "the most 
authentic soccer game outside 
the real thing," the "fastest foot- 
ball game on the market/' the "accu- 
rate," "authentic" football game with 
"ultra smooth graphics" and "stun- 
ningly detailed animation." 

Cobblers. 

After writing the 'Liars!' feature 
last issue, I was wondering when the 
sermon of truth economics would 
next be delivered from the mouths of 
our beloved softies. All the wibble 
and superfluous wiffle above came 
from the small catalogue included 
within the World Cup gams box; and, 
given the quality of the game, it 
seems only fair to award the honour 
to US Gold for its almost magical use 
of jiggery-pokery. 

To be fair, in a recent interview 
with The One the Producer of World 
Cup made it clear that there are "cer- 
tain aspects of the game that don't 
quite match up to the opposition." 
but went on to say that there are 
other aspects which hammer them. 

Well, I can honestly say that the 
only area in which World Cup scores, 
so to speak, over its competitors is in 
the number of options. Almost every 
aspect of the game can be altered: 
back-pass rule on or off; offside rule; 
action replays; one- or two-button 
joysticks; the ball's 'glue' factor — 
pretty damn comprehensive. 

Not only that, but US Gold has 
made the options icon-driven — so 
on each screen you're offered an 
impressive array of between 

I three and nine playing card-style 




icons for you to select with your joy- 
stick. It's not dear what they mean, 
mind, but they look pretty. 

At some point, though, sadly, the 
options-selecting fun ends, and you 
have to move into the game- This is 
when you really start to notice the 
astonishingly slow and turgid loading 
system, and then when you get to 
the game you realise that the nice 
options screens are simply a facade 
for an incredibly shoddy 'product.' 

And not only did M/brfcr Cup arrive, 
boxed, at The One offices 
without even a note 
explaining that 
was for review 
but it also 
arrived after 
the real World 
Cup competi- 
tion had fin- 
ished, com- 
plete with a 
handy wall 
chart to plot 
your favourite 
team's progress 
through the... urn, 
World Cup. Ah, good 
planning, use. Q 

The free kicks, throw ins 
and corners are all treat- 
ed in the same way. An 
arc of whit* dots move? 
in the direction the ball's 
going to be kicked, and 

you move the joystick up 

and down to select the 

strength. And left and 

right for, er, left and 

right, of course. 



As a (taken, admittedly) example of the excellent presentation in World 
&ip, here's the map you're given at the start of a competition. As you 
select your teams from the list the, urn, vertically-moving balls indicate the 
teams' speed, tackling and skill respectively. And the ball on the world map 
tells you where the country is. 



Argentina 

I Greece 



(Circle): This ref certainly believes in moving into good 
positions to get a decent view of the action. Occasion- 
ally he believes a little- too strongly, though; so some- 
times you find him running inta the goalmouth to 
announce a corner kick, or standing directly in the 
path of the corner as it's taken. Mmmrn. 
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World Cup's an overhead footy game, obviouiiy.. hut US 
Gold's attempted to throw in a bit of perspective by making 
the ball appear larger as it spins Into th* air, ft may have 
been somewhat over-ieatous, though — this is, without a 
word of a lie, the site of the ball at the moment it hits the 
crossbar. Look at the size of the bloody thing! 



I'VE GOT BETTER THINGS TO DO... ^ 

World Cup has probably the worst loading system I've ever 
come -across The two disks are packed with some 80 files, and 
it pauses after loading each one, presumably to decrunch it or 
something, Anyway, the outcome is more delays than an average day on 
the railway - and here are the times to give you some idea, First off, it 
takes s whopping four minutes 10 seconds between switching your 
machine on and reaching the main menu, Not since the C64 have we 
known such loading times — and they were from taper And then, the icing 
on the cake, each and every match you play is dogged by similar deiays: 



Publisher: US Gold 
Tiertex 



f 27.99 Out Now 
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l r ve already explained the good 
aspect of World Cup — the options 
— in the introduction, so that leaves 
these 350-qr-so words free for damn- 
Ing vitriol about the actual game. For 
that's exactly what it deserves. 
Almost everything about this game is 
wrong in some way: the packaging 
with its belated wall chart, the 
fact that it arrived for 
review at the same time 
it hit the shops, and 
the game itself which 
Is not even close to 
living up to fts hype. 
It would be good to 
pick up on little areas 
of attention-to-detail by, 
say, mentioning the referee, 
who places the ball on the centre 
spot before each half. But immedi- 
ately any such argument is killed off 
by the rest of the referee ing, where 
the ref constantly runs into the goal 
mouth after the ball has gone out of 
play. Why? And why also, in a corner 
situation, does he always stand 
between the corner flag and the goal, 
thus forming a one-man defensive wall 
against any prospective cross? The list 
doesn't stop there, but it does become boring — almost as 
boring as the astonishingly tedious pauses for disk loading, 
iust cast your eyes over to the little boxout on the left to 
see for yourself — over four minutes to load? That's fust 
stupid. When it comes to playing a match, no matter which 
team you pick from the long list you'll find that playing is 
very similar. Sure, the better players move at different 
speeds, and I'm sure that the number of different kicks avail- 
able make for some spectacular shots. But, sadly, the chore 
of selecting your player mid-match, moving him to the ball 
and then attempting to kick It [or tackle a player) is so 
tedious that you'll soon be as frustrated as J was. It seems 
it's all very well having an incredible amount of options, but 
n this world with multitudes of football games vying for 
position on the shop shelves, it's the gameplay that counts. 




TOTAL (for each game played, remember; 
4 mins 17 sees, Crap, eh? 



And World Cup doesn't really have any, to speak of. 

Thar* are no plans for a CD32 version of Wnrto 
Cup, but US Gold has a habit of "slatting things 
into the release schedule at the last minute," 
according to, sr, US Gold. An A1 200 specific ver- 
sion is unlikely, but that's probably a good thing. 
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We'll fight them on the beaches; 
we'll chase them off the 
esplanade; we'll hang out by the 
whelk stall, if Matt Broughton 
has anything to do with it. 



|th 

Hmmm. 
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Best get used to this screen, because you're going to see a lot of it should 
you choose to purchase this gam*. Needless to say that you tan access all 
units from here, as well as calling up data an any aid thing you fancy. 

To coincide with the hype sur- 
rounding the 50th anniversary 
of the 0-Day landings (wrier 
The Allies kicked ass in France, histo- 
ry fans). Impressions has released a 
strategy simulation to, er, kick ass, in 
the way that only strategy simula- 
tions can. Presented in a similar style 
to The Blue and the Gray, D-Day, The 
Bet/inning of ihe End is set, funnily 
enough, at the end of the Second 
World War (June the 6th , 1944 to be 
precise) in Western Europe, Your task, 
because you're placed on the side of 
good oid Tommy, is to stop Hitler's 
nasty Nazis from lording it over Con- 
tinental Europe by freeing France 
from occupying German forces. The 
problem fs, you have just under a 
year to complete this task and believe 
me. that's not far off how long it will 
take for you to complete this game. 
(Some slight exaggeration there, per- 
haps? — Andy). 

The main play takes place on a 
map of Europe (clever, that — Andy). 
The idea is to move your forces 
around the map and start loads of 
fights — great fun! But, conversely, 
uniess you're into this type of strate- 
gy game then it's not great fun at all 
(so was that sarcasm, then? — Andy). 
The action does warm up (just a tad) 
when a Micro Miniatures battle takes 
place (an entire skirmish played 
out with little piccies of Micro 
Miniature soldiers), You can't 
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... the Second World War, eh? 

This is a different approach to the 

usual war games. For a start it r'oesn't 

have you driving around in a tank 

blowing things up, nor is it a flight 

sim. D-Day is more of a table top 

Dungeons and Dragons war game, 

with rules like "how far you can move 

in your turn," and "how far you can 

shoot your little gun," and "how 

many.,," but you get the idea. Having 

not played The Blue and the Cray, 

I'd say this is a pretty original game 

although, from what I can gather, the 

two use the same game engine. What 

D-Day does, it does pretty well, but 

after a few battles you tend to get the 
feeling that the 
game is getting a- 
bit repetitive, as one 
battle looks just like 
the next. Better graphics 
and sound would have Improved this 
game a lot, because the battles played 
pretty jerkily as they chugged along on the 
old A 500 (it's much faster and smoother 
on an A 1200). The sound is, well, not up 
to scratch and is just as quirky and, um, 
murky as the graphics. A save game fea- 
ture has, of course, been included, as have 
a few preset scenarios to get you going. 
But my main moan about D-Day is the fact 
that, even at higher levels of difficulty, if 
! your army is bigger than your opponents, 





Hurrah for us, we've just beaten the 
beastly Hun ! Of course the statistics 

show that we had 43,600 infantry 

Against their, er... 436, so perhaps 
we shouldn't get too drunk just yet. 
Anybody got any Vera Lynn? 

control the soldiers directly, but you 
can give them orders, sit back and 
watch them being carried out. This 
sim has FOUR manuals, which gives 
the box a bit of a War and Peace 
quality feel One of them is a history 
book, though, so, er, sod that. A 



then you can pretty much guarantee that you'll win the bat- 
tle. And as The Allies have a larger army than the Jerries, 
then you are bound to win in the end (unless you play as Ger- 
many, of course!). 



No specific AGA version is planned, but the 
game doe* run quite a bit faster on an A1200. No 
CD32 version will available either. So there. 
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A 31 EPIC THAI REACHES A 
MILESTOHEIH POLVGOH TECHNOLOGY 

in Je-rms of speed, graphical detail and pure cul-andoul 
payability. A multitude of missions, ranging from devious 
to manic, fake you deep info I he heart of this sci-fi 
conquest of outer space. 

EPIC - a masterpiece of software 
engineering. 

J e 1991 Ocean Software Lid. 
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TIE GODS ARE RACK. AMD ALL HELLS 
ABOUT TO BREAK LOOSE. 

As the dispring ri almighty Zeus, you demand 9 seal among the gads. 
But befof e attending Hounl Oly mpus, you mast defeat 32 of If us' most 
powertol deities. Learn to seller Ihe sky with lightning aid shewtr it 
earth, with lir-e . Summon heroes 1c aid? your people and plagu« to destroy 
Ihe enemy. Call lortti tornadoes, hurricanes, lidal waves and columns of 
flame. A challenging task lor a god.,.. 4 monumental task lor a mortal 

"Incredible... probably the best video 
game in the world." - CU AMIGA 97% 

P-JUuklUB a a '«?HeiBC wjitoniik Dt Elidrrric Aitt Ltd Gulliog 8 A ffBdsmart: nl SulKicg 
piuduckTBlJd.O 1991, IBtWFjBfllnonc Ant All Highli reserved. Pubtohed ..rtouf "teas* 
liBrtl Elwwyifc Arte Lid. E loci iotc Arts ii i liad*miih C Elecinyic Aret inc. 







THE MOST 
ACCURATE AM 
ADDICTIVE COMPUTER 

COIF SIMULATION. 

teal Inurnamenls played w «1u*l 
Toufnanenl Playtrs Club courses. 
Read ihe (jre-ens - 111* all ne-i 3!) 
coitlmired qrid upases tirh subtle 
curve. Speciality liters lee hniqh tpgi;- 
chowe Irom dhip wd puncfc shuts or 
Irliqe juii. 

* TV-ilyle riitis: pariamic aerial 
lly-hyelththole, 

* I auihtndt courses - TFC al 
Siwtjrass. IPC al i itnel PGA W«sl. 

* Cmnpet* saainsl HI MA TQUtf' 
Pros m i rowd leufiwmEnl play . 
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BATTLE OF BRITAIN. 

Sumner It* ?ht Mm of World 
War II hangs in Ihe balance. The 
citam ol Ihf Gem an lulNdft and Ihe 
aces oi Ik MF ire Iwhatg ho"" in 
Hieir ragjl crucidl rofilrofilalion ye1 - 
The Fktlle ol Irtttk, Oier 50 rears 
, ruu have fa fance 1* n4iw rhal 
(amems b*irle ana ptay I** pari of a 
British pilot or i German Flying. «t 
your perlwBaKe teltsiinH ■herhw 
lh« ouluime is 4 repeat at the (nliih 
rictor) or in dnpretendenlei) Get*** 



* 19*! RawSrt5stl»»a. C- 1 BO? Virgin 
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SHUTTLE 

embtes yoa lo Hy numerous reilislic 
■issions in Hie Space SkuHl* Qfbiitr. 
Based: sn official cjoeefnuenl 
documents. SHUTTLE is Ihe most 
accurate and cn«prehtnsi« 
simulation nl NASA's Spoce Shtilllf 
e«ei produced lor any home ramptfer. 
Wiih rhe aid ol Mission Cwitwl, t«u 
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deplojinig and repairing HtelliUl, 

rtiirrhiin: Spy wltil Icl. mainevr nq 
pour trail in ;«ro grjjrrlri . altiining Ihe 
rorreri re entry triitrlnrv Md pulling 
nH cgmplkaie<1 la*d«gs. 

i.: IHlli Virgfl titttriKfivB f-nlftfl.nnmcrt 
(Euiop*| LK1 Al F&grte flcscivcri 
r, VBkWi firnliuLM til flrtili HkbS^iKS 
Praduccd Ludui lii^lte Irom Vrgin 
l"»ittC|ii(« Enl(irtiinnniii* (EurapoJ LW. 



IHtffl 





2. CAS 



MANCHEST. 
TELEPHONE: 061 832 L _ 
FAX: 061 S3-1 065O 

sewn shaft idm Wrti "iMtaii eoni[Ki(ir *™ofc 




E V I E W 







What's pink, warm to the touch and destined to be huge in the near future? Wrong! 
It's Millennium's long awaited platform/ puzzle romp. Matt Broughton looks as if he's 
licking a squashed hedgehog when he guffaws in that revolting way. 
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Last weekend wasn't a 
good one for me, It start- 
ed in quite a promising 
way, with my girlf suggesting a picnic 
somewhere on the sunny coast. 
"What a good idea/' said I, and a 
scant hour later we were on our way, 
armed with a bag of Opal Fruits for 
the journey (of a summer flavoured 
variety, I'll have you know). 

Imagine my surprise, then, when 
fifteen minutes into the ride my car 
suddenly started to shake and shud- 
der like some demented Welsh rock- 
er a 'loo kin for a 'green door' Yes, the 
car mechanics amongst you may 
have guessed — my Big End had 
gone [see page 41 for explanation — 
Andy). This resulted in a Saturday 
afternoon being dragged down the 
A12 on the back of a National Break- 
down van. followed by the startling 
revelation that it would cost me 
about £350 to get my car running 
again. Needless to say, I'm available 
for children*' parties, cabaret and, 
well, basically anything that involves 
me getting paid money realty, 

And why, you might ask yourself, 
am I telling you all this in the intro to 
Pinkie? Well it's quite simple really — 
Pinkie's got a brilliant car, and I 
haven't. {Ha ha ha — everyone), 

Yes, in true James Bond style 
(that's BOND), Pinkie has a car that 
punches, rolls, swims and jumps, 
not to mention having a jolly 
comfy seat to park your 
bottom on. And good 
news this is too, for 
our lad Pinkie has a 
bit of a task on his 
hands. Not only 
must he work his 
way through a 
tremendous amount 
of levels, avoiding 
many nasty creations 

Being a fairly no n -vio- 
lent game. Pinkie likes to 
collect flowers as well as 
eggs (.if you had water and 
milk, you could make Yorkshire 
Pudding! — Harry). These can be 
'plucked' separately or, if you're 
lucky enough to find a 'seed 

machine' , can be collected in their 
dozen*. These add to your overall 
points, and me all know what 
points make, don't we. 



A large proportion of the puzzle solv- 
ing in Pinkie revolves around finding 
the 'successful path' for each level. 
Sometimes you'll spend ages climb- 
ing platforms, only to be blocked by 
a sort of 'LEGO' wall such as this one 
Fortunately, if you can get your car 
near enough, one good solid 
punch is all that's need- 
ed to set a chain reac- 
tion that clears the 
entire blockade. 

along the way, 
but he needs to 
collect a number 
of runaway eggs 
if he expects a 
Royal 'thumbs-up' 
to move on to the 
next world. 

This is a game aimed 
at the younger player, and 
in honesty needs no further 
instruction. The levels are filled with 
platforms, lakes, spikes and baddies, 
and Pinkie must use his car's 
attributes along with his own dexter- 
ous skills to scour each world in 
search of the elusive eggs. Once col- 
lected, he pops 
them into hi 
car's hidden 
storage unit, 
and moves on 
to the next location 

Simple enough for 



Nt true 007 style <Dr should that be Ft5H?) your car adapts itself to the Sur- 
rounding environment. Though for most of the time you trundle around on 
its single wheel, should you come across any w<rter or lava, just jump fn and 
the car will automatically extend its little flippers to help you on your way. 
Pinkie can still get OiJt And swim, but you need to Watch out for the Strong 
currents that sweep you away. Actually, don't just watch out for them, 

- go — they're my favourite bit! 
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Not all of the creatures you rroc*t aw* of 
are quite crucial to your success Th*4* 
will suck your head if you jump out of 
the level. Walls and blockades arc 
offer an alternative rout* — the on 
back to where you began. It's all down «• i 
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It you're looking for trouble, you'vf i 
the right place. If you're looking tar ( 
just look right in his face. He i 
Standing up. And talking back. Hrs daddy 
was a piece of railroad track. (Oh yes he's 
evil — his middle name is Jer& 



Looking "ever so slightly' familiar, James... *r, I mean Pinkie, can extend his 
car seat into the sky and have a good look around. This can be used to either 
give Pinkie a platform to jump off. or. if there are solid surfaces on both sides 
of the car. it can be 'bolted on' allowing the car to retract its wheel and slide 
back and forth on the 'bridge'. This is a good way to keep your car with you if 
the platforms are too high to spring up. (Nice explanation Matt — Artdy). 
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Mat Hard Di-.lt Installable 



Joystick 




Oh no — I feel like a real party poop- 

er, but after all the hype surroum 

Pinkie ) really was hoping for m 

It's very important that I make it dear publisher: Millennium 

Oeveiapvr: 

that the game is really targeted at a in-howw 

younger audience, but considering 

' ,.,... £25 99 October 

the complexity of some of the 'kid- ■ I 

dies' favourites' these days, I think "°' "»"* «* ■">'»"*'"* 
most players will find Pinkie sadly joystick 

lacking in the excitement stakes. 
Again, I realise that Millennium want- 
ed to produce a non-violent game, 
but these days most people get 

Nex cited over the likes of Mortal v '^|f- 
^ Komb.it, Syndicate and R*i« 
• Tumble, so you have to 
realise that a game like this H2ft 

just isn't going to appeal to the 
tastes of a large proportion of 
the game -buying folk. Techni- X^ H|/n 
cally. Pinkie is brilliant. The 
graphics are gorgeous and full of 
character, with enough humorous 
animation to keep you amused for 
ages. There are an impressive an 
of levels to plough through (s 
thing that — happily — seems to 
becoming a Millennium trade mar' * 
and each of the worlds is satisfyin 
different from the last, The car is a 
'toy-fest', satisfying the gadget lover in all i 
tunately, where the actual game is concerned, the praise 
starts to falter. The problem with Pinkie is that it just 
doesn't develop enough, and after a short while you realise 
that trundling around and collecting eggs really doesn't pro- 
vide much of a challenge. Sure, you need to work across a 
variety of levels, but it really seems like you're just playing 
the same game dressed differently (that's the game, not 
you). When Harry looks over at me after five hours playing 
and asks if I'm still picking up eggs and putting them In my 
car (in a sarcastic voice), I find It hard to defend the point. I 
also have to acknowledge his observation about one or two 
bits being "quite similar to a Pond game. Or two." I'm real- 
ly am sorry, because I wanted to get deeply into Pinkie, but 
at the end of the day, the gameplay is just too shallow to get 
anything above your knees even vaguely wet. 
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A1200 



CD32 



Alongside the standard version, both A1200 and 
CD32 version* will be released for £29,99, Thty 
will both feature enhanced soundtracks and FX„ 
with the CD32 boasting decent cartoon 
animations, arid the Pinkie single and video. 
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What? Another chance to manage a World 
Cup team? Oh all right then. Matt 
Brought on takes part in this coveted tour- 
nament just one more time, thanks to 
Daze Marketing. Oh and for all buddhists 
out there... Roberto Baggio, ha r ha r ha! 



When we originally played 
Populous we talked about 
how brilliant it was, but 
always thought wouldn't it be great 
if you actually got to see all the little 
people building their houses and liv- 
ing their lives'. Blue Byte obliged, and 
thus. Settlers was bom,.. 

We'd all played puzzle games at 
some point or other, but longed for 
something with a bit more character; 
enter stage right. Lemmings — about 
as full of character as they get... 

Playing Dungeon Master, with its 
plodding step- by -step, screen- by- 
screen approach, we wanted more 
realistic movement: "Here!" the soft- 
ies said, "Have Legends Of 1/a/our" .... 
(Hmmm, I think that's enough 
padding — Simon.), 

All of the above are examples of 
an excellent game concept taken that 
one step further by just that extra bit 
of thought. And if, perish the 
thought, I were to re-cycle this intro 
for another game at some point in 

Every morning the media machine 
goes into action, sometimes bringing 
morale boosting news such as this 
family revelation (I always knew ; 
there was something Strang* at 
Great Great Great Gn^ 
other times bringing d< 
about my wife leavim 
player publishing a book that si 
me off. This sort of thing wilt subtly 
influence t^^BtaaptjfcAgf yoiu skills 
from the public, the directors, and 
your team, so the I lo is 

hold reg*.. nd 

keep ch^ 

buy them lot- Th* lat t< 

much i 

tis know 
all too v 



the near future, you can bet your 
dog's bottom that Daze's new foot- 
ball manager simulation. On The Ball. 
would be nestled comfortabty right in 
the middle. 

And why do I say that? Well, put 
quite simply, OTB answers all the 
pleas that we games jotirnos have 
been making for the last few years — 
namely would someone (please) pro- 
duce a football management game 
with more appeal than the average 
'looking at screen after 
screen of statistical infor 
mation' or being given 
the score three 
nanoseconds after 
pressing the key to 
start the match'? 

So this is it — a 
World Cup manage- 
ment sim, full to brim- 
ming with animated 
graphics, beautifully 

painted static screens, and 
more player personality data than 
you can shake a Premier Manager 
game at. 

You'll need to cover all aspects of 
management, from performing 
impressively at press conferences, to 
keeping your players happy with par- 
ties and poker sessions. You can 
choose to play through all of the 
qualifying and preparations, or just 
go straight into the Cup tournament 
itself, using either the real teams, or 
making use of the editing facilities 
before hand, 

I could just keep warbling on and 
on and on about On The Ball, but the 
proof of the pudding is in the, er.,. 

screen shots. You'd better walk 
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GOOOOOOOOOOOOOAAAAAAAAAAAAL! — 

Here a re just two shots of the gorgeously commentated and animated 
matches. Generally, you just see the minutes tick by, but when a particu- 
larly promising move begins, the camera zooms in to pick up the action. 
Though some of the animations start to repeat themselves after a while, 
you never really tire of them just because it makes such a nice change from 
the normal footy management displays. Groovy, huh? 
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Bfjfor* each match, you can view 
your team's statistics against those 
of your opponent. Vow Information 
will be slightly inaccurate if you've 
not taken the trouble to watch your 
opponents in previous matches, but 
this is always a useful guide nonethe- 
less. From here you can set the style 
of play you want to adopt, choosing 
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I THE VERDICT 

The first thing that strikes you about 

On The Ball Is Its presentation; the 

static screens are excellent, and there 

are superb animations in training and 

matches. It's rare to find a game that 

has both the depth of detail that 

most management game players go 

for AND the graphic quality to make 

It interesting enough to watch, so 

that you don't just sit back and wait 

for text results. OTB Is unique In that 

you really need to be familiar with 

the personalities of your players. You 

have to tread carefully around those 

with suspect temperaments, and 

humour the ones with big egos. 

There are, however two questionable 

tackles in this otherwise smooth - 

flowing game: the endless disk 

swapping, and a bit of tedium. 

Let me explain . Though for a 

large chunk of your playing 

time, the game only calls upon 

T^3 two main disks, you do start to 
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ting your team's players and for- 
mation is a simple 'click and drag' 
affair, with an icon system giving 
valuable information about each 
player at a glance. Players shown in a 
colour indicate that they are either 
B^Bling out of position, or not to 
full potential, while the small 
bols indicate players' 
rmance quirks such as 'poor free 
■Kit taker' or 'player with poor 
Hiss'. The numbers shown give 
--'" - '■ ?,*< arm rati. 
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get a hit cheesed-off filing 

through the other three, just to 

see a picture of you lounging by 

a pool every time you have a day 

off. This also affects the game as 
you stop troubling to check out all of the 
statistics simply because you can't be bothered to interrupt 
the game with more disk fondling. I also think an element of 
boredom starts to creep In when there are long periods 
between matches, and you have to while away the days 
watching the same old training sessions — but I s'pose, that's 
part and parcel of the management game thing anyway. I 
would unreservedly recommend OTF to anyone who 
wouldn't normally dabble with footy management games, 
although I suspect that many of the factors that make OTB 
so fresh and different will become superfluous, as you start 
to turn off the animated training sessions and little extras in 
favour of faster progress. Having previously awarded Pre- 
mier Manager 2 a handsome 90 percent, and taking into 
account OTB's depth of character development, I can offer 
OTB no less than the same. A really decent management 
game, and no mistaking. 
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The A1200 version will he out shortly at £32,99, 
and features 256 colours and a hard drive install 
option. A CD version will depend on how well the 
standard sells — so CD32 owners had better start 

praying for a good result! 
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'By the standing 
stones of Kr'gatn, I 
fear that Jilkrengia 
may soon become at 
one with Th'mdhe!" 
This kind of rubbish 
crops up in all RPGsj 
but, as Andy Nuttall 
finds, there's a 
decent game in Ishar 
3 as well. Thank Sith, 
I say. 



Like the previous two episodes, 
tshar3's plot sounds more like 
a TV advert for He-Man and 
the Masters of the Universe than an 
adventure game- "Wohratax survived 
the onslaught and emerged victori- 
ous," it offers, obviously making up 
stupid names as it goes along. "As a 
reward for his courage to the cause 
of Evil, this last remaining Black Drag- 
on was created Lord of Sith by the 
powers of Chaos, and made immor- 
tal." Hmm... more capitals than an 
episode of Blockbusters. 

But wait: Shandar, the evil wizard 
of Ishar 2 is back, and he wants to 
take over the form of Wohrata* for 
his own. "This creature that will give 
him even greater strength — that will 
enable him to inspire awe and fear in 
every living being." Apparently. 

But his plan is flawed, because 
the reincarnation "can 
only take place dur- 
ing the plane- 
tary con- 
junction 
of the 




Again, lis- 
tening to 
criticisms of 
its other gam« ^ 
has paid off for 
Silmarils, The map 
function is no longer a white 
elephant — it actually maps out the 
locations of pubi, inns, hostelries 
and shops as you visit them. 
Strangely though, it marks their 
positions with coloured chicken 
drumsticks. Strange. 

two moons, the sun, and the planet 
Ishar." Blimey. Typical, eh? 

For those uninitiated in the ways 
of Gray skull, the plot in English, goes 
something like this: get to Wohratax 
before Shandar does, and slay him. 
Simple, In the previous two encoun- 
ters with Shandar, moving around 
the world and ridding it of evil has 
been (relatively) easy, but in this third 
and final part, Silmarils has brought 
in a whole new dimension: time trav- 
el. In true Terminator 2 and Quantum 
Leap fashion, at various points in the 
game you'll find a time gate through 
which you can travel to certain points 
in the history of Ishar. 



As soon as you start, this hooded 
geezer walks forward to greet you. 
Instead of pulling out a dagger and 
trying to 'stripe' you, as you'd expect 
in tshan 1 or J, he actually offers 

you a bit of advice. In fact, 
k 1 Ishar 3 is littered with people 
offering you clues to your 
quest, something which 
was lacking in the other 
game*- 

Ishar 3 is built entire- 
ly upon these "plot 
points," which means 
you'll need to visit plen- 
ty of locations you may 
recognise (if you've 
/ played the previous games, 
that is), and actually change 
the course of history. Get to the 
plot points at the right times, and 
you'll soon be facing Wohratax in the 
final showdown. It's real brain-twist- 
ing stuff, as anyone who's tried to 
follow the Terminator plot will know, 
and you need to wrap your head 
around this stuff before you can even 
begin the adventure. 

Like Ishar, this is the nearest you're 
going to get to a true RPG, short of 
fiddling about with a lot of funny- 
shaped dice. It follows the usual for- 
mat; you command a troop of five 
individuals on a journey through a 
fantasy landscape, thwarting evil and 
nastines*. Although the actual 
mechanics of the game are very simi- 
lar to Ishar 2, Silmarils appears to 
have listened to criticisms of the first 
games and created a self-proclaimed 
masterpiece — combining all the 
great bits of their games, tweaking 
the controls and throwing in an even 
better pfot. Or so it says here,,, @ 



THE APOTHEOSIS OF KITSCH... — 

...is a phrase I noticed glancing over the shoulder of some bloke on the tube 
this morning. And, after looking in the dictionary to see what it means (a 
perfect example of art dismissed as being of merely popular taste, appar- 
ently}, the phrase seems more than appropriate. 

You see, people expect realism in games these days, and Sil 
marfls is going to give it to J em- Instead of the nice artwork 
that used to grace its games, ishar 3 has a huge line u 
of digitised characters (mostly people dressed up in cos- 
tumes) which, yes, does make it look more realistic. 
There? <ire only four or five animation frames per char- 
acter — so the small, fluffy kitten changes almost 
immediately into a huge roaring leopard — but hey, 
that's the price you pay for authenticity. Anyway, 
these are some of the fiercest- 
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Keoot Unaccustomed 

I am to public speaking...' 



Graham Taylor's 
the rest of 



new signing* ayed 
the team hungrily. 




The 'Rich City' is right in the centre of the first landscape Outside the walls 
the conditions are pretty squalid — it's the kind of place where you'll get 
mugged for your cash after midnight. If you pay 4000 coins to the guard* at 
the entrance,, they'll give you a pass into the city, where you find the top 

nobs of the era including, erm, queen Elizabeth? Hmmm 
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Unlike previous installments, Ishar 3 gives you the chance to build up your 

own personal team of characters. Choose from the usual RPCj range of Ores, 

Gives and Humans, and you can not only assign them names and characteris- 
tics, but also give them a face. And there's a face to suit everybody. .. 





The bluebottle soon developed a 
resistance to Vapona. 



Bot ham clearly did not agree with 
the umpire's decision. 




VIEW 




THE VERDICT 

key to the Ishar series to date has 
been space: room to move, land- 
scapes to wander around and get lost 
in. To be honest I always found all 
that trekking around looking for clues 
a bit tedious, so it's nice to see that 
immediately you start Ishar 3 a guide 
appears to give you a couple of clues. 
From then on it becomes a mixture 
between a Whodunit? and a game of 
Treasure Hunt as you madly search 
for the answer to the next problem. 
No doubt Ishar purists will hate the 
idea of clues, but I'd rather have a 
game which is difficult because of the 
puzzles rather than the size of the 
landscape. At first glance you could 
be playing Ishar 2 because the game 
engine's the same, but the new fea- 
tures which Si I m arils has included 
really spice it up. For a start there's 
the Auto Map, which charts your 
progress around the lands by high- 
lighting the pubs you've been in 
[Interesting — Simon); and then 
there's time travelling. Bouncing on 
the strands of time is not only fun, 
but it means five or sin different 
worlds and graphic styles can be cov 
ered without anyone batting an eyelid. Last 
ly, instead of the hand-drawn characters from the previous 
episodes, Ishar I features a gaggle of digitised people stand- 
ing around in period costumes. The 'animation' of the char- 
acters would look more at home in Monty Python than a 
computer game, but the designers have conceived such a 
large number of interesting people and spooky monsters for 
you to meet that the lack of animation frames is just about 
excusable. Ishar 3 is an improvement over its prequels, but 
it still suffers slightly from the 'wandering' syndrome, so that 
the chances are if you can't find what you're looking for 
quickly, you'll give up altogether. If you do persevere, 
though, you'll discover something of a challenge — and that, 
above anything else, is what RPC afficJonados are after. 
Ishar 3 is bigger, better and more attractive than its prede- 
cessors and a more than fitting end to the trilogy. 
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Like the previous members of the Ishar clan, Ishar 
3 will be making a guest appearance an the 
Al 200. And — get this — there'll be a CD32 ver- 
sion as well! Blimey. 
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With the World Cup now but a distant 
memory, the tidal wave of footy games 
has reduced to a mere trickle. Having seen 
B.U.B's first release, Simon Byron thinks 
that's still too much. 
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I thought that Kick 
Off3's hasty release 
had demonstrated 
how to cash in on a 
major sporting event, 
but the inconspicuous- 
looking package which 
planted itself on my 
desk the other morning 
has proved otherwise. 
It contained Soccer Star 
World Cup Edition 
which hit the shelves 
just after Germany 
came spiralling out of the World Cup 
— a good seven weeks before you 
read this. And when you consider 
that the quotes on the back of the 
box, from reputable mags such as 
C&VC and Amiga CD32, claim that 
Soccer Star has "an unbelievable 
amount of information" and is "a 
cracking game" then you tan see 
why some unsuspecting punters will 
be persuaded into parting with their 
cash. As they say, foots rush in... 

You see, lavish as the box is, it's 
only when you actually open it (hav- 
ing shelled out almost 26 quid), that 
the quality of the game you've just 
bought is horribly revealed. 

Three sheets of A4 paper and a 
disk — that's exactly what you get, 
And — yes! — one of the bits of 
paper has been printed on both 
sides*. Ho expense spared here, then. 
Now I know that the quality of the 



mil r k rr 

i l t i n i 

* » • * t » » 

tit* i 

l l t l 1 



I ttMMH 
I tOttll 




you can opt to play any match, or 
even force the computer to play 
itself. Sadly, you have to make this 
decision for every tingle match, 
which means that if you're only inter- 
ested in playing England (of course), 
you have to press the joystick and 
press the space bar about a billion 
times between each fixture, 

instructions shouldn't matter, but 
come on lads — this is the nineteen- 
nineties. I think gamers have come to 
expect a bit more than this from a 
full -price release. 

And then there's: the game itself. 
Okay, so it's got an overwhelming 
amount of information in it (2,200 
international players, each with 12 
separate skill ratings), has varying 
weather conditions, and lets you 
compete in the World Cup, but the 
main game — the arcade football 
section — is shoddy, amateurish, and 
downright laughable. 9 
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We like to think that we're a fair mag- 
azine. One that supports young talent 
as new coders take their first tenta- 
tive steps Into the big, bad world of 
Amiga games. Sadly, the program- 
mer/ s behind this game would have 
been better off releasing Soccer Star 
World Cup Edition into Public 
Domain — that way, Matt could have 
waffled on about what a commend- 
able effort it was, and how for £2 or 
so you could do a lot worse. But, 
incredibly, someone, somewhere 
decided that the game warranted a 
full-price release, and the result Is, 
well, dire to say the least. The graph- 
ics are awful. There aren't enough 
animation frames so when, say, a 
goalie attempts a save, he just col- 
lapses in a heap, or his legs disappear. 
Playing the thing is a tortuous ex peri- ' 
ence. Passing is hit-and miss — if you 
can find anyone to pass to, that is. 
The computer-controlled players 
aren't exactly bursting with Intelli- 
gence, with most of their tackling 
attempts failing miserably as they fol- 
low your every move. A poorly 
thought-out interface means that 
cycling through the matches you don't 
want to participate in or don't fancy 
watching is a real pain — why you can't 
just select the team you want to play and skip the rest of the 
matches, I don't know. And having to tap the space bar to 
leave one of the screens is downright annoying. I know 
it's only a little point but if a designer can't even get the 
menus right, how on earth can he expect to produce 
a decent, playable footy game? He can't, basically. 
I feel bad slagging Soccer Star off, as its obvious that 
the programmers are relatively inexperienced, but 
compared to what's knocking around at the same 
price, this really won't do at all. 
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On* of Soccer Star's biggest problems is the lack of any 
on-screen players. Whenever you're in possession, finding 

someone else to pass to is almost impossible, so the game 
degenerates into a one-on-one race down the pitch with you competing 
against whoever happens to be attacking you. Occasionally one of your 
players will wander onto th* screen but, er... that's it. 
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No differences. No graphical enhancements. No 
CD32 version planned, No fun at all. 
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Matt Broughton i 
man shrouded in 
mystery. Or so he'd 
like to think. But 
we know what he's 
been up to. Oh yes. 
So anyway, wher 
this new game 
arrived which 
involves adopting 
life of crime, therr 
was only one 
person qualified to 
review it... Andy 
Nutt... (just kidding 
Matt, you're the best 
at everything. 
No really.). 








pparently, 'crime doesn't 
pay'. Pah — what a load of 
i old tosh ! Of course it does. I 
mean, what do you normally do if 
you want something you can't 
afford? Well, you either sell your soul 
to one of the credit card gods, or you 
save, go-without and budget careful- 
ly, (ie don't buy your round) until 
finally — some time after you actual- 
ly wanted whatever it is — you make 
your purchase. Not for me thanks 
mate; mine is the way of the magpie. 

So, once you realise that 
The Clue is an adventure j 
/strategy/action game 
involving a large number 
of thefts and generally 
illegal activities, you 
start to understand why 
a dishonourable git like 
myself has enjoyed pi dying 
something this 'naughty', 

The game's storyline is quite sim- 
ple, but it comes 'at ya' from an orig- 
inal angle. It's 1994 and you're being 
laid to rest in a grave, surrounded by 
friends and family, What follows is a 
sort of autobiography, told by an 
older version of yourself. Of course 
the interesting thing is that you actu- 
ally invent your own history as you 
play the game, and the narrative 
accommodates your 'activities' 
smoothly, as if it already knew what 
you were going to do. 

Come with me now. back to the 
*■ 19 50' s. You arrive at Victoria Sta- 

\ tion, a young man with his way 

) to make in the Big City. You must 



The mure you use the same car, the 
mare conspicuous it becomes, simply 
because the police compile a better 
description as time goes by. Obvious- 
ly not all of us can afford to keep 
buying new an, but a mate of mine 
does a dandy respray job at £20 a 
shout- Ooh, now I DO like this colour 
— it matches my pants. 

make contacts and acquire the tools 
of the trade if you're going to make 
a go of it in your chosen profession. 
The art of the badger (or, er.,. rob- 
bery, as it's more popularly known). 
Naturally you begin with 
small-time stuff, turning 
. over ice cream huts for 60 
ft quid etc, but you'll soon 
have the necessary dosh 
to graduate to bigger 
and better things such 
as jewellers, stately 
homes and even, if you're 
very clever, some of London's 
great museums. 

The game progressively introduces 
the tools of your shady trade, tempt- 
ing you with juicier and juicier appli- 
ances, to pull-off bigger and bigger 
'ca pecs'- Yqu will also need to hire 
some skilled accomplices from the 
underworld as 'jobs' get more and 
more complicated. 

I can imagine that some people 
might complain that The Clue is 
teaching 'the kids' things they 
shouldn't know, but at the end of the 
day, (Brian) despite the subject mat- 
ter, it's only a game. (But of course 
Harry is still quite, quite outraged in 
a 'miserable old git' sort of way). • 
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This location acts as your sort of hq, allowing access to the various robbery 
plans, not to mention the all-important phone. This is extremely useful for 
setting up drivers and accomplices on individual jobs, offering the names of 
people who you've had conversations of a 'distinctly dodgy nature' with. 
Know what I mean? 



One of the most important aspects of 
Liny robbery is the escape. Fairly obvi 

ously, it you want to beat the police 

away from the scene of the crime, 

you can't jog — so get yourself down 

to the car lot and grab a decent set of 

wheel's. To start with, you won't have 

too much money and you'll have to 

make do with crappy motors, but a* 
you progress you can mow up to tan 

th»t hold more people and give bet- 

Iter performance. You also need to 
think about how conspicuous the car 
looks. 'Have you got this in a pink?" 
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When planning a job, you need to 
think about how far away the nearest 

police Station is. This part of the 

investigation screen shows you how 
near the cops are (shown as a time 
allowance) along with a rough esti- 
mate at the likely value of 'goods' on 
offer here- My accuracy is only 17 per- 
cent, so in honesty you wouldn't 
want to take this info too seriously 
until you've spent a bit more time 
caging the joint. 
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Once you've fully investigated the location, it's time to sit down and 
draw up a plan. This is taken in tvim stages, with the first part being a 
simple 'blueprint' showing who will wank the job with you, who will 
drive, what car will be used, etc etc. It's also a good time to review what 
skills your team have, and what equipment Is likely to be needed. 
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One of the first things that happens to you in The Clue, is that you earn 
yourself a year's free cab rides thanks to being their millionth customer. This 
is jolly handy as it's the only way to travel between locations. Once inside, 
simply highlight the location required, and away you go. As the game pro- 
gHMses, i«nd you make mor? corit.it bj ,intl.ur complete riw|pbt, n t«w loci 
tions appear on the list allowing you to move up from humble newsagents 
to the likes of the Hank of England. Lummy! 



Stage two is a sort of game in Itself, with you moving your gang around a 
simplified representation of the target building, and telling them where 
and when you want them to perform certain actions. I'm busy disarming 
the alarm system, while Jvlargrete Briggs (who's a bit tasty with locks) is 
sorting out the cash box. Serge (bottom right) is the fighter of the group, 
and he's busy giving the guard a free sample of a new fragrance called 
"Chloroform', Once you've programmed all of the team's moves, you can 
save the plan, and either execute it when the real burglary is performed, 
or later review and amend it. 
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Vlra-hay! Here we are slap bang in the middle of a heist. As you can see, the 
graphics are a tad more interesting than during the planning stages, with all 
the paintings, alarm systems, safes etc adequately represented. Frank has 
just chloroformed the guard in the doorway, while I've disabled the alarms, 
allowing my gang to nick the statues and make a start on the paintings, j 
I'm just about to blow the box neict to me, which controls the / 

searchlights in the next room (you can just see the circle of light here). 
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Once you've selected a locution to turn over there are two stages to the 
preparation as far as investigating thp building qoei. Firstly, you need to 
engage your patience, and stake out the joint noting down such things at 
when the staff arrive, when the place close* for the day, and — most 
importantly — the frequency of police presence. 
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Once you've investigated the building to one hundred percent, you can 
actually enter the building anct examine it in higher detail, this is repre- 
sented by a simple plan, allowing you to examine anything you fancy, 
from the chairs to the priceless display cases. This is invaluable informa- 
tion, as it shows you where to concentrate your efforts, how the alarm 
\ systems work, and where the guards patrol most heavily. In later build- 
ings this really becomes a major game of strategy, I can tell you. 
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After each job, the 
police will do their best 
to uncover who was 
behind it (which is a 
good reason to let your 
accomplices do all trie 
dirty work ! ) and will run 
a series of tests to trace 
prints, descriptions and 
witness reports. The last 
job went quite well, but 
young Serge here was a 
bit messy while beating 
up a guard, and as a 
result has a 14 percent 
ID trace from the fight. 
Shan't be using him 
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You'll be glad to know that the screens not onty look attractive, but are actu- 
ally accurate to the location. If there's one thing I hate, -it's seeing something 
on the screen that then 'doesn't exist' when you try to go there. Anyway, I'm 
off down the Walrus and The Yellow Shades' because they've got a top notch 
band playing some great tunes. Let's rock! {You're pathetic Matt- I bet you 
thought no one would notice — Kiai, KRAPAI more like — Simon.). 
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At the start of the game, you (inly have a few targets tP choose 
most of those are small fry. Here I'm just about to check put a local antique 
shop, hut in honesty, tay the time I've split any takings with the driver {you 
always need a getaway accomplice) | don't expect to get more than a few 
hundred quid from the job. It's still worth doing though, because success 
h*re witl bring up larger and more profitable locations on my list. 
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Vou won't get very far with just your bare hands, and once you get to some 
of the larger buildings you really are going to need some tasty equipment 
just to get in the front door. Fortunately the local tool shop has everything 
you could possibly need, and the woman is more than happy to explain 
what's on offer. Some of the tools need a degree of skill from the user, and 
this is where you need to select your accomplices carefully — unfortunately, 
the better their skills, the more they charge, Ho h«m. 
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Now why Hasn't someone thought of 
this before? It's a brilliant idea, and 

everybody loves to steal (er... 1 think 

your judgment might possibly be **(**«-; Black Legend 
clouded by your own twisted ideals 

here, mate — Simon), I don't think ^ -" ■" '— 
that The Clue could have been exe- 
cuted in a better way, combining an 
original game idea with familiar con- m™^^,* 

trol systems fie the graphic adventure i <m-~ 

Mpinory I frisks 

meets Laser Squad). You need to 1Mb 

spend just the right amount of time 
wandering around, talking to people 
and gathering information, before 
getting down to the nitty- gritty of 
planning each raid and, well, going 
through other peoples' drawers, real- 
ly. It doesn't take long to get into the 
swing of things, and once you've « 
made enough money from petty \fl flfly 

crimes, you Can realty get into some , * 
serious illegal activities with all the 
superb toys on offer. Initially you find <_J 

yourself having to avoid anything too a^hk 
big — leaving safes and settling for 
the odd painting, or a wad of easy 
cash — but once you get yourself a 
few decent mates and a car-load of 
tools, you'll find yourself cutting 
through anything that stands in your way. 
The learning curve is spot-on, and you'll soon get used to the 
different aspects of planning and strategy, not to mention 
making things difficult for Johnny Pig (you mean the police, 
yes? — Simon). The best part is the planning (which can be 
k saved and re- run to check fine details) and then going into 
Hk the burglary, running the plan, and sitting back while 
I your outfit does its best to make you a fortune! Okay. 
W so the graphics aren't the most stunning ever, but the 
sound is pleasant with some snappy tunes, and the thing 
just really works well as a whole. The police are niggly 
enough without being a pain, and the game only introduces 
real problems when you're experienced enough to deal with 
them. I appreciate that this might not be everybody's cup of 
tea, but I've had an excellent time playing it, and I would 
recommend it without hesitation to anyone with an ounce 
of kleptomania in their souls! 

d_^> — TnG standard non-AGA version will be released at 
*■"* the same time, with four disks of 'not quite -so- 

■ pretty" graphics, but still damn good fun, There's 
A5/600 a, *° a CD32 version on the go, featuring over 
forty five minutes of speech! Can't wait! 
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As is always the way r 
just when you least 
expect the unexpect- 
ed, something you 
didn't expect, er... 
happens. 

Unexpectedly, this is 
a very Jong-winded, 
and rather 
uninteresting 
way of telling you 
that Matt and Andy 
have been busy 
reviewing A1 200 and 
CD32 Updates. Right. 
Anyone interested in 
stamps? I've got a 
really good one from 
Ivory Coast. 




The armchairs completed their pin- 

cer movement as soon as Mike'i 

hack was turned 
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DARKSEED 

CD32 • Cyberdreams • £29.99 

This is, indeed, a glorious day. For as 
we speak, I hotd in my mortal hands 
the first ever Amiga 'talkie' game. 
Now we can hold our heads up high 
and laugh at our PC chums every 
time they produce some a 1 1- singing, 
all-dancing graphic adventure, 
proud in the knowledge that per- 
haps one day, we too wilt have 
exactly the same game 
— only more cheap 
erer, with any luck I 

The not so 
good news, Is 
that the game 
is in -fact Dark- 
seed, in my 
view a relative- 
ly average 
graphic adven- 
ture that 
appeared last year, 
and only really made 
any impact because of its 
artwork, inspired by and collaborat- 
ed with the fantasy artist H.ft. Giger 
(Alien bloke, ya know). Some of our 
rival mags gave it marks in the sky 
(i.e. 90 percent plus) while we gave 
it a fairly low eighty, Apparently, I'm 
just about the only person that isn't 
really impressed by Darkseed. 
though, and the accompanying 
packaging tells me that the game 
actually won the SPA Excellence in 
Software Awards for Best Fantasy 
Role Playing/Adventure Game'. Of 
course, chances are (and this is only 
my guess) they only gave it an 
award because they wanted to 'get 
off' with Mr Giger. 

The game itself centres around a 
fiction writer called Mike Dawson 
(named after the game's designer) 
who buys himself a large Victorian 
house in a secluded village, hoping 
to find a peaceful retreat to practice 
his art in. Man. He cant believe his 
tuck when he manages to buy the 
gaff for d vong, not to mention com- 
pleting the contract and moving in 
in the space of a week, Anyone 
who's been through the 'fun game' 
we call moving house, will notice 
something a touch fishy about this 
particular business, hut not old 
Dawsy — he's over the moon. 



Th« old house pointed out to 
Gabriel that he was being fol- 
lowed by a small white cross. 




Darfcseed,.. 
fortunately the spi- 
der-crabs had 
offered to squeeze 
Mike's zits. 

At this point, we 
have an advantage 
over the aforemen- 
tioned Mr Dawson, as 



the game's intro shows 
what happens to him 
when he falls asleep for the 
first time in his new home. Basically 
— and this is all very disturbing to 
watch — a huge alien-type thing 
peels Mike's head apart and, well, 
sort of introduces an embryo, er,,. 
'up him'. 

It transpires that your luuverly' 
house is in fact a gateway between 
two worlds. One world is our own, 
generally referred to as normal but 
then again look at Bonny Ungford 
and tell me that's 'normal' without 
your face cracking. The second is the 
Dark World; constructed from Giger' S 
artwork and including some of the 
weirdest biochemical creations you're 
likely to see in a computer game- 
All you know is that one morning 
you wake up with a splitting 
headache, and need to sort yourself 
out quite quickly. The race is on; can 
you find out what's happening and 
destroy the portal before the alien 
whatsisname splurges out the front 
of your face? Probably not, but 
there's no harm in trying. 

The first and most obvious thing 
to note here is that we're playing on 
a CD. This enhances the game quite a 
lot just by alleviating the need for 
constant disk swapping (a boon to 
any graphic adventure), but also 
ntroduces the all important speech 



possibilities, Mike possesses a fairly 
bearable American accent, and 
although it tends to change quality 
(appearing to have been recorded in 
a different studio every now and 
then!) it adds to the individuality of 
the game. You also have various in- 
game characters to deal with, all 
complete with their own voice 
(although some are a bit OTT) and of 
course the strange Dark World crea- 
tures groaning at you. 

It has to be said, the music is 
tremendously annoying, and the 
options provided only allow you to 
have all sound on or off, with no pos- 
sibility of FX on their own. 

The graphics are quite tasty, with 
digitisation all over the place and 
though Mike's animations have too 
few frames to be really outstanding, 
they do at least make a nice change 
from the usual fare. 

The puzzles in the game are just 
about average, with nothing overly 
surreal or on the other hand too obvi- 
ous, but my major criticism is that 
events in Dark seed are all time relat- 
ed. This means that you could be 
barking up the right tree, just half an 
hour too early, This leads to a very 
"trial and error' lead game, which I 
personally find unrewarding, Even 
using the hints and tips book (filthy 
cheat that I am!) it's still not the eas- 
iest thing in the world to complete, 
because there's so much emphasis on 
you being in the right place at the 
right time 

So what can I say? It's ground 
breaking stuff, but that's more down 
to the inclusion of speech than any- 
thing else. Still, as Howard Jones said, 
things can only get better... (MB) 

OVERALL: 79% 



Liam raced bock into the kitchen as soon as the per 
sian rug had finished ingesting the souffle. 
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WEMBLEY INTERNATIONAL 
SOCCER 

A 1200 # Audiogenic • £25.99 



The Aspen proved a surpns- 
y r«luttant dancing partner 



Now look, I don't want to seem 
mean or anything, but I really don't 
like Wembley Soccer, In its CQ32 
incarnation [ gave it 59 percent, 
which I think is a completely 
deserved marl?, but then other mag- 
azines rated it very highly. So, being 
human and all I began to "look 
inwardly/' if you like, and ask myseif 
if it was me or the game which was 
at fault. And the outcome? Raspber 
ries to the other mags, I say, 

Now, I'm not arrogant enough to 
think that what I say goes, and every- 
body else is wrong. So, I played the 
A1200 version with a completely 
open mind, imagining that all the 
criticisms I levelled at the CD32 ver- 
sion wouldn't apply to this one, 
Sadly, this just isn't the case 

Except for the lack of CD-quality 
music, Wembiey A 1200 looks and 
plays identically to its bigger, shinier 
brother. It has the same problems, 
which in case you missed them last 
time round, I'll run through again 

Even with an attacking formation, 
there is often just one striker upfield 
with no backup, like that Tommy 
Coyne out of the Ireland team. A 
superb route-one pass to that lone 
striker will invariably end with him 
heading it either to an opposing 
defender, or out for a throw-in — 
giving you no real control over either. 



If the referees are not too harsh — 
even the ones with hair — then it's 
because there is no way of judging 
tackle*, if you go in for the ball, the 
chances are (apparently random) that 
you will foul your opponent. When 
that happens you could easily pick up 
a yellow card, even if there was no 
intention of foul play ! Arggggh! 

I will say one thing in Wembtey's 
favour, though; it's a lot easier to 
control with a joystick than with the 
CD32 controller. Some of the buttons 
are emulated by keyboard keys, so 
that can be a pain, but it's infinitely 
better than using that damned pad. 

I think the bask problem is that 
Audiogenic has perhaps moved a bit 
too far towards the simulation side 
of football. In many ways it's quite 
accurate — if you screw your eyes up 
and turn your head on one side, you 
could almost be sitting in your living 
room watching the goggle-box. But 
accuracy pokes a stick in the bicycle 
wheel of fun, and, hell, that's just not 
what I'm looking for from a footy 
game. [AN] 

OVERALL 59% 
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KID CHAOS 

A1200 • Ocean • £27.99 




What can I say? It's 
only a couple of weeks 
since I was reviewing Kid 
Chaos (or 'Kid Vicious', as it was then 
called) on the A50O, which was prob- 
ably the cleverest platform game 
ever. Great gobbets of parallax, tons 
of colour and unparalleled speed — 
indeed, some people are already call- 
ing it the Amiga's answer to Sonic 
(the console game). 

The A1200, then. Normally we 
expect programmers to add in things 
like parallax and a million colours in 
to A1200 conversions, but in this 
case they were there already. So, it 
should come as no surprise that 
Magnetic Fields hasn't really done 
much to improve the game which is 
already, er, excellent. (Hey, I can be 
sycophantic with the best of 'em...) 

Actually, there are several 
improvements, but you really need 
to run the two games side-by-side to 
spot them. There are more colours, 
obviously; so you get differently- 
coloured flowers and things, and the 
graphics look brighter and more 
defined. The scrolling and the move- 
ment of the enemies is smoother. 



but frankly you need good eyes to 
notice (so how come you clocked 
them, you boggle-eyed cheese-on- 
toast merchant — Simon,) , and, er, 
that's it. 

So now I sit, looking at this new 
Kid on the block, and wondering 
what the heck to say about it. It's an 
incredibly good-looking, very 
playable game, but it's already been 
done before on a lesser machine — 
so this version loses its sting. Let's 
imagine for a moment that the A500 
game had never come out: this 
would be rave material; and I. along 
with many others would touch its 
pants and award it a high mark. With 
the A500, though, the programmers 
raised the standard, and now we're 
looking for a bigger fix. 

flut, hey — let's not be cynical. If 
you haven't seen the A500 version, 
then buy this and you won't be sorry. 
It's two quid more expensive, sure, 
but once you've got it you can bask 
in the knowledge that you own one 
of the Amiga's best and probably the 
most-tech n i ca I ly- clever p I atf orm 
ers. Mmm mmmmm. (AN] 

OVERALL 87% 
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We've had a strange bloke in the office for the past two weeks. To keep him quiet, and 
humiliate him into the bargain, we gave him these Replays to write. Unfortunately for us 
David Wiggins has reviewed them rather well, so in order to make damn sure he never 
works in this industry again, we've hidden a very rude word in his copy. So long Dave... 

ARCHER MACLEANS POOL 

THE HIT SQUAD 

£14.99 

Using the same 
game engine as 
Jimmy White's 
Whirlwind Snooker, this 
follow-up game is the 
best Snooker/Pool/Bil- 
liards type game on the 
market to date. Admit- 
tedly, it is basically the 
same as its predecessor 
but this time you get a 
lot more game. There's 
three different types of 
play, the British and the 
two U.S. rules. There are 
also loads of computer 
controlled opponents to play, or you 
can even get your mates round to 
play in an eight player tournament. 
There's also "fully interactive televi- 
sual display" which basically means 
you can view the table from any 
position you desire. 

The game couldn't be better with 
more controls than any self-respect- 
ing pool shark could wish for You've 
got total control over ball -spin on 
the ball, direction and how hard you 
want to hit them. Ooer! 

The graphics are as good as can 
be expected for this type of game 
with very smooth animation and 
rather amusing faces appearing on 
the balls when they get impatient of 
waiting for you to take your shot- 




Er,.. Touchdown! 
The sound, though limited, is 
well done, with the occasional 
cheer from the 'audience' when a 
particularly good shot is played. 

The Trick-shot editor provides a 
distraction from the main play, Here, 
funnily enough, you have the option 
to set up a trick shot all of your own 
a la John Virgo, which you can then 
save and impress your mum with 
later on. 

If you have Jimmy White then 
maybe this isn't worth buying due to 
their many similarities, but if you do 
not already own Archer's previous 
"coloured balls-on- a -green-table" 
game, then this is an essential buy, 
especially at its low, low price of 15 
new pounding tons. 



OVERALL 
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Salin refused to take the 
door's suggestion Seriously. 



CADAVER 

US Gold Kixx XL 

£12.99 



i 



n its day. Cadaver was the 
best RPG around. Today it still 
bares up respectably against 
games of this genre, You play 
Karadoc the dwarf (of course!) 
whose mission is unknown — 
great help. You start out in a dun- 
geon, so my guess is that you 
have to escape. God knows how 
you got yourself locked up in the 
first place but I shouldn't lose 
sleep over it if J were you. Play 
takes place in a 2D isometric 
world and is controlled by joy- 
stick. Wandering around, you 
have to utilise any objects that 
you come across in order to pro- 
ceed. Of course, no good role- 
playing-game would be complete 
without a rucksack in which to 
put all of your beloved findings 
and, of course, food. 

Luckily for those of you who 
find the standard adventure 
quite boring with all the spells 
and stuff, this game is instantly 
playable as an arcade game, 
although some strategy is 
required to solve the various puz- 
zles that hinder your progression. 
The graphics, in true Bitmap 
Brothers style are quite chunky, 
solid and metallic and all er... the 




Thorin realised that the damp 
course needed attention. 



other things you've come to 
expect from the creators of some 
of the best Amiga games in its 
history as a games machine. 
Okay, so they've had some duff 
game. (Afag/c Pockets for exam- 
ple) in their time but this isn't 
one of them. 

The gameplay, for an adven- 
ture, is fairly smooth and the 
action flows along nicely. There 
are loads of things to keep you 
busy once you get past the first 
few sections and although the 
game does get a bit repetitive, 
it's certainly a game you will 
return to again and again. The 
'save game' feature is definitely 
needed as the Cadaver is of a 
considerable size, especially since 
an extension disk has been added 
to the package for budget 
release! Wow! 



OVERALL 
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HITS FOR SIX VOL.6 

PRISM LEISURE 

£25.99 

I just wanted to put "Hits for 
Six Vol 6" is crap" —but they 
wouldn't let me. They said 
they needed more words. So here 
they are The first of a new batch 
of Hits for Six compilations, this 
one is no worse than any of the 
others it's no better either. 

Silent Service 2 is by far the best 
game in this compilation, It's an in- 
depth strategy sim based around a 
fleet of submarines trying to sink 
ships. If you're not into very intense 
strategy games this this won't be for 
you, but it is a very good game (hon- 
est) and the only reason for buying 
this compilation. Be warned, though,. 
there's a lot of reading to be done if 
you are going to make the most of 
Silent Service 2. 

Graeme 5ouness Soccer Manager 
is, as the name would tend to sug- 
gest, a football management game, 
though not a very good one. There 
are quite a few options at your dis- 
posal but what the game does could 
be done better, and has been by 
other managerial games. 

Maya is a very shallow adventure. 
Based in the jungle, 
you must solve 
the mgrder of 
an archaeolo- 




Planet Earth had attached itself to 

DongQ's kn.**.,. 

gist, The best bits are the sections 
when you must drive between vil- 
lages trying to find more information 
about the death of the scientist. And 
even they aren't very good. 

Not content with boring us with a 
football manager game, World Crick- 
et is an even worse cricket manage- 
ment sim. There are a few options 
like selecting players and altering the 
length of a tour but that's about it. 
There really is nothing to it. 

Stormiord is a very tedious, repet- 
itive platform shooting type game. 
Your task, as the Storm Lord, is to 
restore tranquillity to a once peaceful 
land by rescuing the fairies that have 
been captured. A message is given to 
you from Rose the fairy' (?) and from 
then on the game gets very boring. 

Hits for Six Vol.6 is crap. 
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The petftei poll were mating again. 




its for Six Volume 7 is the 
seventh (no!) compilation 
in the range currently 
being released by Prism Leisure as a 
way of rehashing old classics, some 
of which were hits in the eighties 
on the Amiga and the C64. 

Special Forces. "An action- 
packed simulation" it says. Hmmm. 
That's debatable. Get a team of sol- 
diers together with some weapons 
and food and run around shooting 
things in this army game. The 
graphics are, in a word, limited. The 
jungle's green, the desert's yellow. 
Imaginative, eh? It's not a bad 
game but not a good one either. 
How about, distinctly average? 

3D World Boxing is another 'not 
very good game'. The controls are 
sluggish. The graphics are crap and 
your opponent always has more 
energy than you do. 3D? You can 
walk around the ring in circles, just, 
Big deal. 

Another no- ho per comes in the 
shape of Blade Warrior. — a very 
poor beat-'em-up, It must have 
been made in pre-colour days as 
Blade Warrior appears in just two 
colours: black and a bit more black 
with some white bits mixed in for 
good measure. Oh dear... 
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Immediate- 
ly, the big 
number 9 
closed in for the 
kill 



Millemigfia is a racing game 
based on some poxy automobile 
race from ye olde days. A few 
options at the beginning are the 
best thing about Miitcrniglia as the 
graphics are poor, the tunes are just 
plain annoying and they left out the 
game pi ay in the conversion from 
the C64. 

Windsurf Willy — the title says it 
all. It's not funny, it's a wind surfing 
simulator with poor graphics and 
little else. All you need to do is per- 
form a few jumps and tricks to get 
points and... er... that's it, really. 

Because you are a little green 
blob, your task is to climb up a 
series of towers. That's Nebuius 
that is. Platforms and small lifts are 
the only way of achieving your aim 
and you are constantly hindered by 
other little aliens trying to stop you. 
This was very popular in the late 
80s but is now showing its age 
even if it is still fun to play. Just, 
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HITS FOR SIX VOL.8 

VARIOUS 

£25.99 



I was unsure what to expect from 
this compilation when [bum — 
Simon.) i realised that I hadn't 
heard of most of the games con- 
tained within its cardboard box. 
Railroad Tycoon was the only title I 
could remember. I mean, who's 
heard of Targhanl I thought not. 

Remember Railroad Tycoon, the 
game which not long after release 
was superseded by A-7Ya/n-7 This 
may be the best game on offer here 
but that is nothing to boast about. 
It's still bloody dull 

I was pleasantly surprised by 
International Tennis, Though there 
aren't too many options, this game 
offers something none of the others 
in this pack do; gameplay. Vou can 




match yourself 
against the 
computer, or 
with up to 
three friends in 
singles or doubles 
matches, and each 
player has his/her own 
world ranking. 

A poorish management game is 
all that Football Manger World Cup 
Edition has to offer. A football man- 
agement sim needs options. This 
game has too few. It also needs 
some half decent graphics. This 
game's graphics are crap. Having to 
watch every match in your group's 
qualifiers is really very boring 
indeed. 'Nuff said. 



The press conference had 
faded even at today's tower 
temperatures. 

Targhan. Another sad game. As in 
hundreds of games of this type, you 
walk along, sword in hand. Press fire 
when you see anything that moves. 
Simple. Even fab graphics wouldn't 
have saved this dreadful game, so 
it's a good job it doesn't have any. 

Big Came Fishing. Sounds promis- 
ing, I don't think. The aim of this 
game is to catch fish. You buy some 
tackle, some fuel for your boat and, 



of course, a rod, and off you 
go. Plot your course then 
1 leave the game for a few mm- 
{ _ Utes A screen then appears 
telling yiu how many fish 
you've caught. The bigger the 
fish, the more points you get. 
You'll have more fun reading 
the manual. In French. On the 
toilet. In the dark. 
Netherworld, At last — the final 
game. I thought "It's got to be 
good". Nope. Control a little space- 
ship in a horizontally scrolling shoot - 
'em-up. There's nothing to shoot at 
but a few bubbles. There's nothing 
to collect except green diamonds. It 
says in the manual its taken three 
years to plan this expedition. Oh 
dear. I could have programmed this 
crap in AMOS. 
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COMPETITIO 





Complete 
our exclusive 
Ruff J n r Tumble 
demo and you 
could win a day 
playing Quasar, 
courtesy of Renegade! 



uff 'n' Tumble, eh? ©est plat- 
form game ever? Simon 
thinks so, but don't take his 
word for it — grab yourself a 
little look at our exclusive coverdisk 
demo. Running, jumping, shooting and, 
er, looting, that's what it's all about — 
Ruff Rodgers is one tough cookie, and 
we're giving you the chance to he just 
like him for a whole day! 

You see, Renegade is giving away 
£1 00 worth of vouchers for you to use 
in any of the hundreds of Quasar cen- 
tres all around Britain. Quasar, in case 
you have been marooned on a desert 
island or locked in the cellar for the past 
year or so, is a craze sweeping the 
nation which involves you running 
around a dark, smoke-filled room firing 
lasers at other people. It's good, dean, 
hi-tech fun, and it's normally pretty 
damn expensive. 

But. if you win our competition, you 
could spend up to 10 hours playing 



against people 

you don't know, 

or you could take 

a friend in and play 

for five hours each 

In fact, if you're really 

popular you could take nine friends in, 

and all play against each other for a 

whole hour! But of course, to do this 

you need lots of friends. 

Now, there is only one £100 prize, so 
Renegade has generously stumped up a 
shiny silver Air Blasters Thrasher gun for 
the runner-up, which is spookiiy similar 
to the one which Ruff himself actually 
uses in the game. Except that it fires 
sponge bullets instead of electric death, 
of course. Because that would make a 
mess on the carpet, and get you in t rub 
with your mum. 

But whatever you win, if indeed any- 
thing, you're sure to have lots of bril- 
liant blasting fun. So read on, play on, 
and. er, enter. On. Hurrah I 



HOW TO ENTER 

To stand a chance of winning either the vouchers or the gun, you 
first have to play our coverdisk demo of Ruff YT Tumble. Mess 
around with it for a while, get used to the controls and all that, 
and then get down to some serious action and try to finish it without los- 
ing any lives. It's only one level, but it's a big one and it should take you 
some time to complete. 

To enter the compo, you need to have six lives remaining when you 
complete the level. You begin with only two lives, so that means you have 
to collect four more from somewhere — and if you read Mart's (excellent, 
I'm sure) instructions in 'Boot Sector' Cm sure you'll have no trouble get- 
ting them at all. Probably, Oh, dear. , 

If you finish the demo with six lives remaining, you'll be given a code. 
Write the code down on the back of a postcard or stuck-down envelope, 
and post it to:'Treat me Ruff Compo', The One, Priory Court, Farringdon 
Lane, London EC1 R 3AU. Entries which arrive later than September 2Bth 
1994 will be burned in accordance with ancient Druidic tradition, 

Remember; you must have six lives left (that's a big '6' in the top left- 
hand corner of the screen) when you complete the level to get the code. 




THE RULES (1) No employees ofEMAP or Renegade may 
take part in this competition. (2) Only residents of the UK may 
enfer. (3) The Editor's decision is final, most definitely the last, 
oh yes. (4) Any soppy gimp we get on riie blower whining that 
they can't find the code can expect a torrent of abuse in return. 
So don't do it 




Time is running ouLhold onto your sonify 
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Clockwiser is an infuriating, addictive, 
un-put-downable puzzler with over 100 
levels of mind-bending fun. It comes 
complete with its own puzzle editor * 
its a package which really lets you 
get your own back! 



Move 'em around, beam 'em up, blow 'em 
to bits (carefully does it!) cope with self- 
generating diamonds and much more 

Available for Amiga / Amiga AGA / CD32 / 
PC (DOS) / PC (Windows) / PC CD ROM 



SPUTIN 



38/40 High Street, 
GreenStreet Green, 
Orpington, Kent BR6 6BJ 



Marketed by Kompart (UK) 
Phone: 0438 - 840004. 




September feels The 
One's ntu I berry-wood 
fork let pierce the 
skins of our summer's 
fruit. Games sigh gen- 
tly as our prongs slide 
through their pith and 
kiss the knobbly ker- 
nel at each heart. Out 
to Lunch makes a 
delicious seasonable 
starter and Valhalla is 
baked in a savoury 
tart. James Pond 3 
provides the garnish, 
and the feast is 
washed down with a 
flagon of sparkling, 
vintage Kings Quest 3. 



If you were to call us right now and ask to speak to Simon, Matt 
or Andy there is a fair chance that the receptionist would say 
that all three are 'out to lunch'. What Kelly, (for it is she) will 
not tell you is that they are probably drinking FREE BEER (cour- 
tesy of some poor deluded Softie) and will almost certainly act 
like a troop of demented gibbons for the rest of the day. Sadly, 
they think this sort of behaviour is amusing. 

Greece ■ 

Level 1 

Shake the olive trees at the top of | 
the screen by jumping on them to 
get loads of olives. These will stun 
you if they land on you but they also 
stun everything else. Keep bouncing 
on the trunk until the golden olive 
appears, capture it and a door will 
open to the Greek ruin level con- 
taining lots erf goodies and a one-up 
at the top. 

Level 5 

Head to the top of the screen. Find 

the flambe and use it to light the 
highest piece of ancient Greek pot- 
tery — like lighting the Olympic 
torch. A door will appear and you I 
can enter the fruit bonus level. 

Level 6 

This is where it gets nasty. Find the 
aubergine that has the gold medal 
around its neck and kill it. A door will 
appear leading to the (eve) of cakes, 
sweeties and 
one-ups. ^ 
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West Indies 

Level 4 

Dash to the top of the screen where a door is waiting for you It 

will stay open tor 1 2 seconds so get a move on. It leads to the 

L secret coconut level with falling coconuts and lots of goodies, 



Switzerland 

Level 3 

I Ring the line of bells from left to right and a snowflake will drift 
from the top of the screen to the bottom, Catch this by running 
info it. A door will open near the top of the screen leading to the 
secret bank vault. This contains a safe which can be jumped on to 
k T"*' release money the mofB v OLI J 1 -'"" 1 - 1 ( - ) " '' t " 11 '' mc ' u v 1 -"- C J' : f Aowup car 
be found to the right of the safe. Jump off the safe and hit the open safety 
deposit box containing the scroll to release the one-up. 

Level 6 

As in level 3, ring the bells in the correct order to make the snowf lake appear 
Tbe correct order is: bottom left, top right, bottom right, top left, middle right. 
« Catch the snowflake to open a door to the fruit bonus. 

Level 8 

A cuckoo clock appears in the top right hand corner every 1 5 seconds. Stun 

the cuckoo with a flour bag. Once stunned, capture the birds circling the cuck 
oo using the net. A door will then open inside the clock. Break the cuckoo's 
egg by jumping on it releasing the flying clocks. Capture then using the net 
t for five e^tra seconds per clock. 
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China 

Level 3 

Run through the maze right to the very top to get through the door leading 
to a large pagoda and lots of goodies including a one-up. The door will disap- 
pear after 20 seconds. 

Level 7 

Collect three bamboo shoots arid deposit them in the cage before anything else. 
Rush to the secret t deport found behind the large square blocks in the maze 
just to the right of the clock. You will be sent to the top and the door is just a 
jump to the left. You will be transported to the Chinese plate spinning room. 
Keep all plates spinning by jumping through them. Keep them 
going for 1 5 seconds to get a one-up 



Level 8 

Light all the lantern s by jumping up "from beneath 
them Br quick as they go out and thi-y must all 
be lit at the same time for the door to appear. 
The door is right at the bottom left hand cor- * 
ner on the platform just above the ground 
Use the hidden spring in the ground or jump 
on a vegetable to reach it. 



Warps 

Switzerland 
Level 1 

fo make the warp door appear collect 

alt seven ingredients and deposit them 
in the cage. The warp door is above the 
exit door to the left of the cage. You 
have 45 seconds to do this and get to 
Greece level 1. 

Level S 

Climb to the top left hand corner. You 
need to get to the platform on 
the right. Jump from the far 
left upwards and to the 
k right. You will find hid- 
k_ den platforms and 
i reach the warp door. 
! You have 30 seconds 
*. to get access to 
! Switzerland level 5 



France 

Level i 

Collect the onions and deposit them in the cage. These must be the first things 
you capture. The door to the secret goodies level appears in the bottom left 
hand corner. 

Level 5 

Run very fast from the start left and up the slope. Ignore the doDras you can't 
reach it from here. Jump up the slope that runs left tD right above the door. 
Keep climbing until you reach a teleport which takes you right to the top. Fall 
down the glass tube below it and go left into the door. You only have 30 sec- 
onds to do all that. 



Mexico 

Level 5 

Run all the way to the bottom avoid- 
ing the spikes and teleport to get right 
to the top, Run and jump left and 
enter the door to get to the secret 
boulder room. The door only stays 
open for 15 seconds. 

Level 6 

There's a teleport hidden in the mid- 
dle stone edifice that stretches 
from the bottom to the top 
The teleport is at the bot- 
tom, just walk into the 
rock on the right. It 
will send you to a hid- 
den platform at the +M 



Greece 
Level 4 

From the start walk 
to the left, drop 
""■ down and jump up 
into the wall to the 
right, Walk along this hid- 
den passage all the way to 
the right to walk into the warp. 
This lasts for the whole of the level. It 
takes you to level 7 

Level 8 

Drop down into the teleport. Jump 
straight up into the arch above — a 
spnng will throw you directly into the 
warp. It lasts for 45 seconds only (so 
move quickly) and takes you to West 
Indies level 1 . 

West Indies 
Level 3 

Jump up and to the left and run left. 
Use the spring to jump to the left hand 
side, The first hut you come to has the 
warp in the doorway. It lasts for 60 
seconds and takes you to level 6. 
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Mexico 
Level 1 

This warp is in mid air. Go to the right 
hand side of the screen using the mov- 
ing platforms. On the right is a teleport 
which will take you straight up. Above 
you is a spring — jump straight up 
using it. As long as you're going 
straight you should enter the warp 
without any problems. It takes you to 
level X and lasts for 40 seconds. 

Level 3 

Use the hidden 45 degree spring on 
the ground platform to catapult you to 
the right- Jump left into the teleport 
which takes you to the top left hand 
corner of the screen. Drop down to the 
level below to find a hidden spring 
behind a statue's head, This will fire 
you high into the clouds. Stay to the 
left of the screen and you will land on 
the platform containing the warp. It 
lasts for 60 seconds and takes you to 
level 7. 

China 
Level 1 

Work your way to the top left hand 
corner and teleport back down.. Jump 
straight into the warp. Another route; 
chase the egg into the bottom left 
hand corner, bounce on its head to 
stun it and at the same time catapult 
yourself up onto the platform. Now 
jump into the warp. This takes you to 
level 4 and stays active for only 16 sec- 
onds so get your skates on. 

Level € 

You'll have to be quick with this one. 

Run to the (eft, use the super jump to 
fire yourself to the top of the screen. 
Land in the middle of the top platform 
and then follow the maze back down. 
You can't miss the warp but watch out 
for all the nasties. This warp takes you 
to the Chinese fruit bonus and only 
lasts a measly 43 seconds. 



door and you will find 
yourself in the Indiana 
Jones room. 
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Andy was too lazy to write an amusing little intro to these tips. As I know nothing what- 
soever about the game, or indeed almost any game, I shall content myself with pointing 
out that the imperative 'go' appears 19 times. Quite frankly, it's pathetic. 



UNDERWORLD 

Release Order 

Climb down the first two ladders, col- 
lect the gold key and release the little 
guy. He will climb the ladder and acti- 
vate a switch. Climb up the ladder, 
jump the gap and collect the gold key. 
Climb down the two long ladders and 
enter the door above the jumping man. 
Walk left and jump up onto the mon- 
key bars. Go left, release the little guy 
but avoid the traps by pulling your legs 
up {push joystick up). Carry the man to 
the winch on the right and drop him, 
then jump up onto the blue handlebar. 
The little man will then send you to the 
top platform where you can pick up the 
gold key, release the jumping man and 
head for the exit. 

Troubleshooting 

Go left and roll under the monster dan- 
gling from the ceiling. Go down the 
ladder and collect the gold key. Go 
through the doorway, release the 
jumping man and go left along the 
monkey bar to flick the switch. Stand 
on the red button and the little man 
will stand on it with you. Go right and 
through the lower doorway, collect the 
cog and drop it on the same platform 
that the red button is on. Go back 
down through the lower doorway and 
then through the middle doorway. 
Collect the paint and use it to activate 
the rainbow machine. Go back up the 
slope, pick up the gold key and release 
the jumping grey man, Pick him up and 
throw him up to the platform on 
the left. Walk to the red but- 
ton. The grey man will J 
pick up the cog, get 
coloured and then 
repair the bottom of 
the ladder. Both lit- 
tle guys will make gjejPflEbSmHl 
their way to a posi- 
tion directly below 
the monkey bar. 
Collect the gold key 
and release the last lit- 
tle man. Throw the wait- 
ing man up to the right plat- 
form and then make your exit. 

Turn, Run, Turn! 

Climb the ladder and go through the 

doorway. Bun left, avoiding the fire- 
breathing snake and pick up the key- 
Release the grey man and throw him 
up and right onto the platform above- 
Quickly run and stand on the button, 
and the little guy will activate the 
switch to let you reach the paint. As the 
little man drops from the platform, pick 

him up and walk left to the end of 
^V the platform. Facing right, drop the 

\ man and run non-stop through the 






doorway. Go left, jump the gap and 
get the paint, avoiding the green mon- 
ster by leaning against the wall. Go 
back through the doorway and you 
should be in time to save the little guy. 
Pick him up and take him to the far left 
of the platform and release him when 
you're facing to the right. Now run 
through the doorway and down the 
ladder to the paint machine. The man 
will be coloured and make his own 
way to the exit. 

Let's rock 

Go left, jump the gap and climb the 
ladder. Jump up onto the handlebar 
and slide down the wire. Go left, up 
the ladder, then left across the gap to 
flick the switch, go left again and flick 
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TOMBS OF EGYPT- 

Double Trouble 

Get the silver key on the right and 
open the door. Get the gold key on the 
right and release the jumping guy, 
then jump across the moving platform 
and stand on the red button until the 
man has got past the sliding door 
Collect the gold key to the right of the 
red button and release the man. Now 
get the silver key and open the door 
on the left. Pick up the gold key above 
the Merry Man and release the jump 
ing guy. Follow him and, when In- 
stops, throw him up onto the platform 
above. Repeat the throwing sequence 
so that he picks up the cog and flicks 
the switch. Go left across the monkey 
bar and flick the switch then pick up 
the key. Release the little guy and help 
him get up to the top platform Now 
go to the exit via the monkey bar. 



the second 
switch. At the 
edge of the 

platform, do a 
huge jump to 
the small plat- 
form below, Do a 
[ ^2^:"* medium jump to the 
™ * moving platform and a 

large jump to get the key. Keep going 
to the right and release the jumping 
guy. Go up the hill, get the gold key 
and flick the switch. Head to the right, 
avoiding the monster and climb the 
ladder farthest to the right. Go to the 
right and drop the key outside the 
grey man's prison. Go and get the 
paint and put it into the machine- 
Release the grey man and direct 
him into the rainbow beam. Help ^ 
him up to the carl and climb in ] 
by pressing fire after the guy's 
got in. Head for the exit. 
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*■ fl& Anybody seen his majesty? I turn my back for five minutes and 
he's gone! Last time we found him in the Trocadero playing that 
Daytona Racing with some revolting commoners... 
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' on begin as a simple slave. 
Think like a slave and act 
accordingly. If you are lo ever 
escape the wizard's evil dutches, you 
will have to use stealth and guile. Keep 
your own counsel, and don't get caught 
even thinking of escape! 

WIZARD'S ABODE 

Carry out all the Wizards tasks then go 
lo the kitchen. Get the knife, spoon, 
bowl fruit, mutton, and bread, then 
head south to the dining room and get 
the cup. Head west and you're back at 
the entry Go up Ihe stairs and east. This 
bed chamber is a safe hiding place Take 
everything and move into the hall. Look 
behind the tapestry to see the threat 
Go west and you are again at the bead 
of the stairs. The Wizard is leaving 

Walk north to the master bedroom 
Open the drawer and take the mirror 
Look behind the clothes in the closet lo 
find a map. Close the closet and take 
the key on lop of it. Open the d rosier 
dricl lake the v<al of essence. Head south 
then up the sMirs to the observatory 
Look through the telescope and then 
return downstairs lo the first Moor 

Proceed north to the study and open 
the cabin e I , examine the books and try 
moving them. Take the wand, move the 
lever and qo down the stairs, making 
sure that Ihe cat doesn't trip you up. 

In the laboratory look at the book 
and the shelf and then get the six ingre- 
dients. Go back up stairs into the study. 

Close the trap-door and replace the 
book and the wand Go south twice, 
open the gate and get the chicken 
feather, Head down the mountain and 
make sure you save the game here, 
Once at the bottom, head west, gel 
your mirror out to show Medusa ^ ' 
when you travel west again 
and turn round. Bear south 
and get the cactus. Go i 
south twice and gel the ■ 
snake skin. Sleer east and K 
pick up the eagle's feather 
when he flies past. Take the 
mud from along the river 
and continue east. Keep 
going, eastwards to find a coast 
line. Head north along the coast 
and (jet some water. Go north again, up 
the ladder and then west 

Walk to the store and siroke the dog. 
Leave and head south. Examine the 
trees and lake the mistletoe, then head- 
off west. Break into the house and 
chmb the stairs. Open the drawer, grab 
the thimble, then leave. Go outside and 



look at the flowers. Take the (tew and 
set off west once again, then north. 
Save the game. Put your hand in the 
hole Ascend the ladder and steal from 
the robber Snaffle his purse and look 
at the map. Point to fhe village and 
return to the store- 
Look at the shelf and buy salt, lard, 
lish-oil and an empty pouch. Save the 
game and head hack lo the mountain. 
Open the door and go upstairs to your 
room. Drop all your stuff and hide it 
under Ihe bed. Grab the fruit and 
return downstairs. Stand and watch the 
Wizard as he eats and then go back 
upstairs to check if he's taking a nap. 
Oo east lo your room. Pick-up the cat 
and the cat hair then get everything 
from your room. 

Race downstairs into the study and 
open the cabinet. Taking the wand, 
dose the cabinet and open the trap- 
door. Hurry down the stairs to the lab- 
oratory and walk to the table. Open the 
book to page II Read from the book 
and follow the steps carefully. Step 2 
must be to put the dog fur in the bowl 
since you have both, Read the last 
incantation and wave the magic wand. 
Open the book at page IV and follow 
the directions emdctly. Open the book 
at page XV and begin the spell Follow 
the instructions and w.ivt 1 the m.Kju 
wand Look at the map and point to the 
bottom of the mountain. Go east and 
then norlh to the cave. Dip the eayle 
feather in essence and fly into the cave 
when the spell wears off the web will 
have been torn to shreds. Enter the 
cave and the oracle reveals your fate. 
You need three dried acorns to fin 
ish the spells. Head for the desert and 
then west across the stream Go west 
again and then north 

h twice then east to the 
Cottage of the 
k Three Bears. 

When they 

leave, you can 

porridge and 

exit quickly. 

Travel west 

again where the 



bandits will attack you and steal all your 
gear. Track north lo Iheir hideout and 
search the nuts again to find the acorns 
you need, Save the game once more 
and reach into the hole. Climb the lad- 
der and enter quietly. Take the purse, 
search the bin and take your things 
back. Exit the treehouse. climb down 
the rope and run eastwards. 

Dip the eagle feather in the essence 
to fly back to the mountain-top and 
then land. Open the gate and go into 
the house Head for the study and close 
the trap-door, not forgetting to put the 
wand back. Go upstairs and into your 
room. Place the cookie in the porridge. 
Drop everything, take the porridge walk 
to the dining room and wait for the 
Wizard to wake up. 

Nip to the kitchen to pretend to 
make a normal meal Feed the Wizard 
and he will turn into the cat. Go back 
upstairs to your room and collect your 
things, Descend lo the study, take the 
wand and open the trap-door. Go 
down to the laboratory. Open the book 
to the proper page and follow the steps 
lor the spell SO you can telcport at ran- 
dom. Wave the wand and now try the 
spell for Deep Sleep, Then open the 
book to page LXXIV and complete the 
last two spells. 

Teleport to the village by pointing at 
the map. Enter the bar and strike up a 
conversation with the three sailors Give 
the gold to the Captain Go to the pier 
and board the boat The pirates steal 
/ill ycjiir possessions and throw you into 
the hold . Go east and get Ihe box, then 
take it back to the ladder and put it 
down. Leap on the box and then jump 
to the Jadcler. Clamber out of the hold 
and head to the captain's quarters. Go 
west and open the chest. Look inside 
then leave quickly or you'll be caught. 

Wander around the ship, climb the 
ladder to the crows nest and then go 
round to the stern. Go west into the 
galley where the cook will see you, 
Head back to the hold minus your pos- 
session. Cltmb out of the hold again 
and get your stuff from the chest. Go 
easl and get the shovel. Now it's back 
to the hold. 



Wail until you reach land and the 
anchor has been dropped but make 
sure everyone is still on board. Pour the 
sleep spell on the floor and recite the 
spell. Climb the ladder to the main 
deck. Look for land and step off ihe 
deck into the water. Swim to the east 
as fast as you can. Keep going east, 
dodging the captain by heading north 
Go back south to the beach and exam- 
ine the palm tree. Step slowly, count- 
ing to five and then dig. Grab the chest 
and go north. 

Follow the trail to Ihe Horse Head 
Rock and scale its face Head east, on 
the trail as it winds around to the north, 
then track east to the waterfall. Dip the 
fly wings m the essence and fly to the 
top of the waterfall. Follow the trail to 
the east until a big- footed loe arrives. 
He heads back Ihe way he tame, so 
stop flying and land Head south lo ihe 
cliff and carefully climb straight down 
to the ledge. Stay close lo the cliff wall, 
move lo the west and enter the cave, 

Follow the maze to the other side, 
move out to the end of the ledge and 
climb down again. When you gel lo Ihe 
ledge, enter the dark caves again. This 
brings you out on the west side of Ihe 
cliff where you have to climb back up 
lo the centre ledge. Enter the cave and 
you are back on the path. Follow the 
path cast twice and then south,, falling 
down the slope. Enter the tunnel and 
climb the stairway. Rub the ointment 
on you when you feel danger and then 
qo lurlher west to the dragon. 

Stir the storm brew with a finger and 
utter the spell. The StOrrtt rages and Ihe 
dragon dies. Untie Rosella and explain 
that she's your sister. She agrees to fol- 
low you Head east and down ihe stairs 
into the daylight. Go west to the stone 
wall. Go north towards the castle. 
Follow the gnome to the castle Cross 
the moat and enter the castle. 

As you both enter the throne room 
of Daventry r the King will explain about 
the once-magic mirror, ft clears before 
you. The king flings his adventurer's cap 
at you. As you go to catch it, flosellas 
hand goes up as well. And that, dear 
readers, is thai. ',.?) 






Ahhhh... Meester 
Pond, we meet again. 
But en this occasion 
the advantage is 
mine. It's time I put a 
stop to your 
meddling once and 
for all. But 
before I kill 
you, permit 
me to explain 
my plan to rule 
the universe. 
Cheese sandwich? 
Pickled Onion? Both, 
I assure you, are 
excellent. No? You 
prefer Camembert r 
Meester Pond. How 
childish... etc r etc. 
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Little Pimple 

The first TWO head 
blocks on the right have hid- 
den head blocks above them. One is a 
gun power up and the other is the 
'orange' ammo for the gun. This is the 
second most powerful gun. 

Greater Pimple 

You need to get the invulnerability fish 
to complete this level At the start point 
90 up the tree to the top. then left 
across the platforms to find the fish. Go 
back to the lop of the tree and to the 
right to get the dynamite. Use this to 
blow up the TNT next to the start point. 
Now you can collect the power-ups. 

Mushy Marsh 

When you start this level you can see 

bonus points below where you're 

standing To get to them: just to the 

right of the start is a platform with 

three head blocks above it Each 

contains an umbrella. Collect 

one for long jumps. Head light 

* until* you see a 

ledge above 

you which 

points left. 

Take the 

ledge and go 

left until you 

find the warp point. 

This teleports you to the centre of 

the loop below where you started and 

you can now get all those lovely bonus 

points. Fab, eh? 



i -%^,%* * %* v orange- There is a hidden block above 
the orange containing the invulnerabil- 
ity fish. You can now walk through the 
yogurt-fall to get the last teacup. 

I Fruit Falls 

Go left at the start, jump on the ledge 
and follow it round until eventually you 
^ j" reach a switch. Hit this to reveal dyna- 
mite which you will need later. To get 
to it, go back right and climb the cher- 
ry platforms. Grab the dynamite, jump 
onto the breakable ledge and place the 
dynamite on the ledge to get access to 
art extra life 

Little Curdlington 

Find the TV block and pick it up. Keep 

throwing the TV to the ground to 

release the poltergeist, He 

will follow the TV so 
pick it up and 
— : jump on his 

head so the 
poltergeist 
lifts you up. 
Go vertically 
upwards to 
get lots of 
great bonus- 
es. You will 
. find a secret 
passage to the 
right of the exit 
pole by jumping into 
the wall.. 
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Pi r- rat Harbour 

This level can be 

either very easy or 

very tricky. To take 

the easy option you 

need to go left at s • ^ 

the start, jump on <- 

the hanging vines % 

and climb up to turn s 

on a switch This will 

allow entry to an easy 

route which contains all the 

teacups and very few bad guys. 

This also lead to the exit If you miss the 

switch you will haue to battle with 

loads of enemies. 

Fruitopolis 

This level cannot be completed without 
the invulnerability fish, as without it 
you can't get all the teacups. There's a 
yogurt-tall with a blue cup which you 
can't get into next to it is a large 



Upper Curdlington 

This level scrolls continually to the right 
so you have to keep moving. Hit as 
many switches as you can and make 
sure you hit the last one by the exit 
pole. The scrolling will stop so go back 
and go in all the doors you have 
opened along the way to collect all the 
bonuses before you exit. 
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Kentucky Fried Fiend 

You must defeat the innocent looking 

chicken : first drop the bird seed at the 
end of his platform to make the chick- 
en peek himself through the floor and 
into the butter. Avoid the tiekin' chick- 
ens while you're doing this. The large 
chicken now rises up from the butter as 
a fiery phoenix. Avoid the fiery breath 
by jumping over it and keep blasting 
away with the apple gun. 

The Feta Flatlands 

The tree to the left of the start point has 

a hidden platform in it. This will take 
you to the helicopter. Grab hold of it to 
find the red cup. At the end of the level, 
don't take the first exit pole Instead, 
head for the second one to get loads of 
bonuses. 

Fungi Strikes Back 

Bounce off the little mushrooms to get 
the extra height you need to hit the big 
mushroom. Hold up to get height and 
keep moving from left to right but 
avoid getting trapped at either edge by 
jumping over him. 

The Munster Moors 

Yog need Finmus to get through the lit- 
tle tunnel. Find the Firwiiu] block and 
make him jump around the other side 
of the tunnel for lots of bonuses. 

Glace Glacier 

You start in a valley so you need the jet 

pack to get out, There are two paths of 
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moons. Follow 

the right set to 

get to the fuel, , 

from here go 

up/right for three stars. 

If you run out of fuel, drop 

the jet pack and go back to the start 

point You will find the jet pack has 

returned fully loaded. 

Slippery Slopes 

Be careful and take it slow - if you rush 
you'll slide down to the bottom of the 
screen which will prove fatal. 

The Moeha Mountains 

II you go left at the start you'll find one 
of the moon's lost treasures. Look out 
for arrows which point to hidden blocks 
or locations you might not have known 
about. There are extending platforms 
on this level, the end of these contain 
hidden headblocks which in turn lead 




to more extending plat- jump up and get the jetpack. Use the 
forms. Keep exploring! jetpack to fly up the left tunnel that you 
can see in the roof above the start to 
, Bovine Aerial find a map piece. 

Assault 

I First you must kill the Subterranean Stiltoneum 
cow: stand on the roof of Don't go down the shaft where all the 
the cave and shoot at him moons are: go left instead to get to the 
from here. Once the cow has cheese mine. Left of this is an umbrella 
been destroyed there is only Dr, Maybe block, Get the umbrella and run to the 
left to defeat. The gun won't help you right up the wall to take you to the tun- 
so drop it. Look for his gun gJowing - nel with the moons. Jump Dff to the left 
this means he is about to fir and float to a platform Collect the 
Move up out of his way- he bomb and jump off to return to the 
can't follow you while mine. Use the bomb to destroy it. (Now 
he's shooting. You go down the tunnel with the moons. At 
must destroy him by the bottom, go right to collect a bomb 
dropping tonne and use this to blast the TNT box at the 
. weights on his left of the tunnel, Follow the tunnel 
head. If you are through to the left and you appear to 
low on lives look be stuck. You are standing on a grid of 
for invisible plat- nine blocks: directly above the middle 
L forms above you of these blocks are three hidden blocks 
|W when you reach stacked above each other. The top one 
■r the top. These lead contains dynamite: use this to blow up 
f to lives, stars, angel the grid of nine yellow blocks. Go down 
fish markers and other and as far left as you can and blow the 
bonuses. end block up to get the jet pack. 

Killer Chasm The Chunnel 

Take the helicopters up but no more This is one of the longest levels in the 

than one or two platforms at a time, game. You will find Finnius in the cave 

otherwise you'll miss out on all the cups below the starting point. Use Finnius in 

and bonuses. the cave to collect as many bonuses as 

possible, bouncing up to the higher 
Mibbleston Fell items, On exiting the cave, use Pond 
There's i neat trick here to get the jet- ignore the first exit pole, there is a hid- 
pack. There are two tunnels in the roof, den dynamite block just left of the 
Put some dynamite on the floor under restart pole. Use the dynamite to blow 
the right tunnel then run off the screen up the yelJow blocks. Go down and kill 
to put the fuse out. When the baddies first, then go back and col- 
you return the dyna- ^ lect the bomb. Take it down the tun- 
mite will be where nel and blow up the bottom door, 
you placed it but *f In there you will find a switch to 
won't explode. open the right hand door. Keep 
Stand on it to going right and eventually you 

will get to the exit. 

Lower Slimes wo Jd 

Take the elevator up to the very top, 
jump left over the land mines to grab 
the invulnerability fish. Take the next 
ledge down and left to get the umbrel- 
la and jump left for lots of moons. 

Slimes wold-Under-Cheese 

Run right, When you get to the big 
drop, fall close to the wall by steering 
left as you fall. You will find a cavern 
containing a blue cup and lots of 
bonuses, m j 
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Accompanied by a 
flash of lightning, the 
great god Odin arose 
from his chair and, in 
a deep, booming kind 
of voice, thundered 
the magic words "It's 
in my pocket..." 
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LEVEL 1 

Pick up the door key, operate the 
floor tile in the bottom left-hand 
corner of the room and pick up 
the map. Exit the room and turn left, 
pick up the gold coin, then go back to 
the main corridor and walk down and 
left to pick up the silver key. Go right. 
then pick up the Talisman of Light from 
the altar, go up and right, open the 
door on the left using the door key and 
take the gold key. 

Exit the room and go back the way 
you came Open the door with the gold 
'key, operate the floor tile in the bottom 
right and pick up the map. Exit the 
room and go right. Pull the lever and 
look at the map to tell you where you 
can walk. Mote where the traps are. Pick 
up the small chest key (which fits a 
chest containing a withered rose} and 
the grey crystal, then pull the lever in 
the bottom right-hand corner, 

Leave the room, then 90 up and left. 
Put the gold coin into the wishing well 
and lake the red gem lake the stick 
and operate the floor tile beneath it- 
Take the ring belonging to the Princes 
father, and go back to the starting 
room. Put the ring on the identity 
stone; you will be given your birthright 
to be placed on the Altar of Justice, 
which is m the other trapped room. 
When you get the Scales of Justice, give 
them to the skull that asks "What is your 
quest?' and go in the room. 

Don't pick up the jewelled crown. 

Instead take the other one, along with 

the strength potion and the chest key 

then pull the lever. In the next 

room drop the red gem on 

the portcullis. Leave the 

poison but pick up the 

plank. Put the withered 

rose in the Water of Life, take 

the fresh rose, then go back 



to the trapped room where you 
found the grey crystal and open 
the chest, Take the cold protec 
tion potion and another chest 
key Find the door opened by 
the silver key, then put the plank , 
across the chasm to get to the 
chest: inside there's a chalice I 
and a gem. 

Go to the room where the I 
skull says 'Do you love me?', I 
Give him the rose and he'll open 
the door. Ignore the first 
portcullis, continue through the 
corridor and pull the lever to 
open the door. Go inside, pull 
the lever, take the gold symbol, 
leave the room and turn left. Drop the 
gem on the portcullis to get through it 
and go back to the room where the 
skull asks "Do you love me? J via the 
opened door, Put the crown on 
Meredith's throne and take the war- 
rior's shield. Fill the chalice with water 
from the tap then find the Miracle 
Stone. 

Put the chalice of water on the 
Miracle Stone to turn it to wine, then 
present this to the relevant skull who 
rewards you With a rubber sole potion. 
Go back to the boulder that blocks your 
way, and drink the strength potion SO 
you can pick it up. Make sure you put it 
down where it won't trap you. When 
the strength potion runs out, drink the 
rubber sole potion to protect you from 
the electrocution devices (it doesn't last 
lontj so got a move on} 

At the end of the corridor, use the 
stick in the hole to open the 
door. Take the Warrior's - 

sword and put the * 1 

Warrior's shield on ^a^S-Mt 
his tomb to dis- Jf\ 
arm the passage. . I 
Pull the lever to 
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open the door. Find the gem before you 
go into the room. Place the gold sym- 
bol on the engraved altar then go back 
the way you came, placing the 
Warrior's sword on the Bloodstone. The 
sword will now be covered in blood so 
give it to the skull that asks for blood 
Go in the open door and take the key 
Open the relevant chest to find a 
candle and a door key which fits the 
door at the end of the passage Give the 
Talisman of Light to the skull on the 
bottom left to get into the passage. Put 
the grey crystal on the stone of two 
colours to turn it yellow. Pick up the 
credit card and hurry back to the room 
with the warrior's tomb: insert the cred- 
it card into the machine to open anoth 
er door. 

Take the chest key and place the cold 
protection potion onto the altar deco- 
rated with a black and white circle. Take 
the fire protection spell and the 
rock from the stool. Drink 
^_ the potion and take the 
Eye of the Beholder 
from the hot coals in 
the room opposite. 
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\ Put the eye into 
\ the Water of 
Beauty and take 
the green crystal - 
Return to the 
Guardian with the 
' green eyes r face it 
and insert the green 
crystal. Take the first 
of the four orbs and 
place on the relevant altar in 
the large room, 
The key fits the chest in the first 
trapped room, get the >ug cf Infinity 
and the piece of coal. Go to the second 
trapped room, put the coal on the crys- 
tal flame and take the black crystal. Fill 
the Jug of Infinity with/water and return 
to the Warrior's tomb. Insert the black 
crystal into the Guardian. Go in the 
small room and pull the lever to open 
the door across the chasm. Put the can 
die on the fire stone to light it, The skull 
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will ask you for a password which you 
will find later. Pick up the candle and 
return to the chasm room. 

Put the lit candle Opposite the other 
candle to open thr chest. Take the red 
crystal and insert it into the relevant 
Guardian to gleam the second orb 
Cross the chasm and pick up the plank. 
Take the second gold symbol and a 
gem. Put the symbol on the second 
engraved altar in the room where the 
eve was to open a door where the 
Infinity Stone is. Put the Jug 
of infinity on here and 
take the Gem of 
Infinity. Operate the 
floor tile in the top 
right hand corner 
and remove the 
dagger. 

Go hack to the 
skull that asked 
for a password. 
Face him and look 
at the Gem of 
Infinity. He allows you 
to enter a room where 
there's a stick and an altar 
with 'World War' engraved on it. 
Put the dagger on the altar and take the 
poppy. Give it to the skull that asks for 
rememhrance to get a parchment. Read 
il for lots of clues. Put the stick in the 
hole m the room where you found the 
eye and use it to open a door. Put the 
rock on the stool to gel into the room 
where the Guardian with the yellow 
eyes is: insert the yellow gem and take 
the third orb. 

Put the parchment on the Altar of 
Sadness which is near the Bloodstone 
and take the Tears of Loyalty. Place 
them in the Water of Hope in the sec- 
ond trapped room and take the blue 
crystal. Take it to the Guardian with the 
blue eyes to get the fourth orb. Place 
all the orbs on the altars, insert the Gem 
of Infinity into the portcullis and Jewel 1 
is complete 

LEVEL 2 

In the first room, operate the floor tile 
with a hole in it then take the raw chick- 
en. Put it on the grill, then feed it to the 
stone beastie. Find another floor tile 
you can operate. Take the key and open 
the door round the corner, Pull the 
lever, enter the room and take the small 
tile. Operate the floor tile then take the 
strength potion. 

Go back lo the previous room, drink 
the potion and pick up the urn. Take 
the chest key which fits the chest in the 
first room, Take the Book of Hours and 
a wind charm. Put the stick in thr hole 
and operate it to open the door. Put the 
Book o( Hours in the fourth dimension 



uXX 







'« ■ ' ■ " " 















/H£l; 






^» 



m«n 



and take the 
watch. Pull the 
lever to open a 
shortcut for 
—-m later on. 
PJ7 Put the 

mm watch on the 
altar next to the 
Shaman of Time. Go 
into the room behind 
him quickly. Pick up the 
silver key and melt it on the grid. 
Put the liquid metal on the key s(one 
and take the new key that fits the door 
Pull the fever. Behind the newly-opened 
door you'll find the shaman of the Holy 
Trinity. Operate the floor tile and take 
the chest key which fits the chest in the 
room of the shaman of Time. Take the 
tankard and fill it with ale from the 
room below. Put this on the mould and 
present it to the shaman of Impurity 
Find the floor tile you can operate 
and take the Resist Cold potion: drink it 
and take the ice, Put it on the stove and 
lake the Eye of Heaven. Put it on the 
sundial and lake the Stone of Leo: put 
it on the Lion's head to get Ihe sun 
symbol Place this on the deactivation 
stone engraved with the same symbol 
to get the first magic ring, 

Go to the room filled with chasms 
and put the ring on the first altar. Take 
the door key and find the door that it 
fits. Operate the floor tile, take the 
chest key, pull both levers and then 
return to the room where the ale is 
located. Take the ashes and the chest 
key: put the ashes gn the Flame of the 
Phoenix and take the wooden cross. Pur, 
this on the bible in the closest room to 
you and take the gold cross. 

Give the cross to the shaman of the 
Holy Trinity, and grab the Gem of the 
Four Winds, the small tile. 

Put the red gem on the portcullis, 
operate the two floor tiles and take the 
chest key and some blood. This key fits 
the chest in the room where the 
shaman of Impurity lives. Take Arthur's 
potion and the door key. Open the door 



to get a broken stick and the third small 
tile. Go back and put the stick on the 
glue (o fix it Put the small tiles down 
to nuke a path across the holes On the 
other side open the chest and take the 
gem Operate the floor tile and take the 
wooden symbol, 

rind a hole that fits the stick, and use 
the gem to get rid of the Portcullis. Take 
the silver stick and operate the floor tile 
to gel the Rock of Selene Put this in 
Tranquillity to get the Werewoll 
Charm. Find a hole for your new stick 
then pull the lever. When the door 
slams shut put the blood on the sacn 
licial tree and pull the lever. Before you 
leave, pick up the chest key. It fits the 
chest in the room where the shaman of 
Holy Trinity lives, take the liquid metal 
and another wind charm. Place the 
wooden symbol on the soft stone to 
make a mould. Add the liquid metal 
and take the gold symbol. This fits a 
deactivation stone, take the second 
magic ring and put it on the next altar 
in the pit lilled room. Pick up the pound 
note, put it on the till sf\^ take the coins 
that replace it. Place these on the slone 
of change and enter the next room. 

Drink Arthur's potion and take the 
sword called Dilos. Leave the one that 
spells fragile Pull the lever and place 
the sword on the chasm so you can 
cross safely. Put the Werewolf Talisman 
in the Waler of Silver Light and take the 
Crescent Moon. Present this to 
the shaman of the 
Moon. Inside the 
room he was guard- 
ing find a gem and the 
hole which fits the 
green stick. Operate the 
stick Retrieve the money 
spider and pull the lever to 
Open the chest in the room 
where you found the Water 
of Silver Light. 

Put the money spider on the 
Altar of Affluence and take the 
gold bar to give the shaman of 
Wealth. In the next room, read the 



book under the floor tile to find out 
which silver key to take Thr? key in the 
north-west corner fits a door so you i 'irn 
get the last wind charm. Pul the wind 
charms on the weather v^ines to gain 
access to a small font place the Gem 
of tbe Four Winds .ind lake the <]<>lii 
symbol. Put this on the corresponding 
deaclivrcation stone to get the thjrd 
magic ring. Place this on the last altar. 

Go hack to the room where you left 
the sword flemove the magne) and the 
wind charm from the chest, and pick up 
the sword hefore you leave the room 
Put Ihe magnel on the altar next to the 
metal box, take the bo* and piul it mto 
the sulphuric acid to reveal its contents 
Take the blank parchment and pul it on 
the ink to read the writing. Place this 
suicide nnte in the Flame of Rum and 
get the Skull of Death Place Jt m the 
Water of Resurrection, take the 
Immortal Chain and place it in the 
Immortal Flame. Take the gold symbol 
to deactivate ihe device that protects 
the Holy Grail. 

Fill the Holy Grail with ambrosia and 
present it to the shaman of Immortality. 
Walk pass him and place the sword 
over the hole Pick up the key to the last 
door and the* end of the level. ^—\ 
You've finished level two! 
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Hello my little friends! Once again it is time to cheat and generally avoid playing games in 
the way they were originally intended! Thanks to everyone who sent in tips r and congratu- 
lations to all you prize- winning cheat- me isters — there's more software gifts where they 
came from, believe me. Don't forget to let me know what sort of machine you own, other- 
wise you could find yourself with a useless game. As usual, address all your luuverly 
discoveries to me, Mr Tips, at: Snip Tips, The One, 30-32 Farringdon Lane, London EC1R 



TREASURE 
ISLAND DIZZY 

Code master* 

James White from Norfolk has a couple 
of cheats for this egg-like puzzler. Type 
I CAN FLY to, *r... fly, and EGGSONLEGS 

for invincibility. 



KUNG FU 
CHARLIES 

Someone with the fascinating name of 
Zenon Olenski from Cheshire has com- 
pleted this oid coverdisk resident, and 
has some codes for you all. 
Level 1 . NONE 
Level 2. YOYO 
Level 3. ZING 

MONOPOLY 

Supervision 

Thrill to this groovy cheat all you guys 
and gals. Ta very much to Robert 
Atterbury who's written in to say that 
when someone doesn't want a proper- 
ty and it goes up for auction, keep 
pressing the left mouse button as fast 
as you can, and the other players can't 
bid for it. This means that you can get 
all of the properties for £10! 

TACTICAL 

MANAGER 

Kompart 

A nice little tip from Craig Warwick h 
to type CODE on the main creen. A 
prompt will appear asking you to enter 
a code. Put in the word CODE again, 
and a list of cheats will appear. The 
code for the full editor is, funnily 
enough, EDIT. Not CODE, that's right, 
just EDIT, And not CODE. Oh no. (Shut 
up! — Simon.) 

MANAGER 2 

Gremlin 

Daniel Smith from Penn has found a 
\ way to get 100 percent support 
| and 100 percent directors confi- 
/ dence. Just go to the youth team 



coach and click repeatedly onto the 
space where the 'Promote Youth 
Player' should be. Smart! 

XMAS TIME 

The One 

Thanks to Adam Jackson from 
Birmingham for this seasonable cheat 
for JTte One's very own Xmas TVme. 
Apparently, when you are collecting 
gifts, all you have to do is press the 
pause button twice, and when you hit 
the monsters they stay off-screen for 
the rest of the level. Hurrah! 

JETSTRIKE 

Rasputin 

Just a little idea from G rangy Perrin of 
Northfield, but if you hold down the 
pause button during the game, it will 
go into slow motion. Very handy for 
those tricky missions, I'm sure! 




.,_■* 



UGH! 

Global Software 

A rather stunning piece of timinq this, 
because a recent 'Games Surgery' letter 
asked for later level codes for this inter- 
esting game, and within a few days, 
Dave Wotton just happened to send in 
a huge list of codes. There is a god! 
(Well no, there isn't actually — Harry). 
Right, er, anyway.. 

KEITHMANIA ' 

5TILLN0TGOODENOUGH 

NUDGENUDGE 

THEWO OOP ARTY 

THESENSIBLEPARTY 




PUTTY SQUAD 

System 3 

As Harry will confirm {'cause he sat 
next to me while I spent all week 
reviewing it! J I co-llectcd these codes 
legitimately while ploughing 
through this excellent game, and 
would advise that you only use 
them in desperation, because Oth- 



funf Here goes 

Capri 

Gaia 
Prey 
Chris 

Arabia 
Melon 
Gondola 
Kate 

Spice 

Cherry 

Nickel 



Burger 

Organ 

Dreamer 

Bazgibb 

Jet 

Rhubarb 

Aries 

Fodder 

Timb 

Butler 

Senna 



HELLOSAILOR 
ARTHURTEE 

ABLOCKOFWOQD 

LIONTAMING 

RQNOSVIOUS 

CHANNEUUMP 

TUNNELTOJAVA 

MAURICEZATAPARTIQUE 

KENBIGGLES 

AL IBAYAN 

KENDOVE 

TIDDLE5 

THENAKEDANT 

KENSHABBY 

ALBATROSS 

IMPOSSIBLE 
MISSION 2025 

Micro prose 

A chunk of free software is currently fly- 
ing towards a Raymond Orchard from 
Dorset, for being the first person to 
send in the level codes for this nostal- 
gic platformer. 
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CAR PARK 
ETQFJXXD 
EXQEJXDC 



OFFICE 20NE 
FBQDDXRE 
FFQCVXIA 
FJQCHXOM 

INDUSTRIAL 

FNQAYXHI 

FRQVCXVl 



FUQTBXQE 

COMPUTER CENTRE 
FYQOPXEF 
GCQCRXWB 
GGQK.TXVF 

CONSTRUCTION 

AREA 

GKQJYKDI 

G0QJFXBK 

GSQFDKZA 
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With that huge elephant hurtling through space 
towards Jupiter, there's a good chance that we'll all be 
dead before you read this intro... so why do I bother? 



DONKEY AWARD 

Yes, for only the second time ever, 1 feel 

compelled to make thts special presentation to 
Paul Crarnphom from Kent, who wrote in with a 
reply to fionon Ruddy's query in the July issue. 
(to nan asked for help in the cave section of Curse 

Of Enchantia, and Paul obliged by sending in the solution to the 

cave section in, yes, Legend Of Kyrandia ■— complete with a map! 

Needless to say, Paul shan't be receiving the copy of UfO he'd 

hoped for. Well done, Donkey. 



/WATT'S SHOW- 



SHELF 



Pear Matt The Medic, 

I have just bought Hero Quest 2 

Legend Of Sorasil, but after years of 

waiting for this excellent sequel, am 
completely stuck. On level one, we've 
managed to get the key of bone and 
the ring of elements, but as soon as 
we use the key to open the door and 
walk out, we die. We've also found 
the stone Galium, but can't defeat it. 
Please can you help? 

Alan 
Maidstone, Kent. 

You've timed this perfectly Alan, 
because i actually completed this mis- 
sion yesterday while reviewing this 
game for Updates'. ( don't know if 
this is the 'official' way to complete 
the level, but I'll tell you what I did, 
and you can see if it helps you in any 
way. I'd actually managed to get 
everyone killed apart from my Pwarf 
(well it was my first go!) hut fortu- 
nately for him, he was pretty bloody 
'ard. I 'd managed to collect the Ring 
Of Elemental, which according to the 
mission description would allow me 
to attack the Gollum, and put this in 
the box under my sword in the inven- 
tory. I then went to the (jollum end, 
w hit hun * lot. My dwarf had a 
high defence, so even though it took 
about ten fights, we only ever drew, 
or the Galium took damage. After 
about seven or so hits, he dted, and 
when I examined his remains, I found 
the Bone Key. After that, I just went 
to the big doors and clicked over the 
open door' icon, which did the trick 
and out I walked, completing the mis- 
sion Hope that helps in some way. 

Dear Matt, 

Please can you tell me what to do on 
Monkey Island 2 I can get all the map 
pieces and give them to Wally, but 
then he gets kidnapped and \ don't 
know what to do next. I'm probably 
doing something wrong, so please 
can you give me some guidelines. 



Also, in Indiana Jones and The Fate 
Of Atlantis, what do you do in Crete? 
I can find the surveyor' s instruments 
and the mural, plus the two statues, 
but don't know what to do with 
them Please help, 

Damel Hughes, 
Oxfordshire. 

Okay, once Wally gets kidnapped, go 
to the swamp and climb into the crate 
to start the journey to ieCfWfe 's 
fortress, then get out and go right up 
the stairs. In the sign room go down 
the left passageway and you'll see a 
set of earvingt. Remembering the 
words of the song that you parents 
sang to you in your dream, posh the 
carvings marked with the correct 
sequence of bones from the top to 
the bottom, and they'll swing open, 
letting you walk through. Right, that 
should give you a head start, now 
onto Indiana Jones... 

All you need to do here is to use 
the surveyor's instruments on each of 
the statues, each time aligning the 
cross hairs with one of the targe 
horns When you Ve sighted correct- 
ly, a dotted line will extend from the 
transit past the horns, ana X quite lit- 
erally marks the spot. 

Dear Matt 

I have recently bought Legend of 
Kyrandia and am now stuck on the 
part where Darm tells you to find the 
Birthstones. Please help, as I'm no 
good at the game. 

Christopher Bamford, 
Newport 

The first and last stones in the 

sequence are always the same, name- 
ly the Sunstone (found in the bub- 
bling spring) and the Ruby (found, 
funnily enough, in the Ruby tree). The 
Sunstone can just be taken, but the 
Ruby tree contains snakes that will 
bite and poison you unless you tmme- 
diately heal yourself with the orange 



MEDICATION REQUIRED 



d Ice. Cai 
/one supply some cheats or tips? 

>y Crawley from Derbyshire would like to know where 
e three missing potions tor the alchemist in Darkmer 
ng's Quest V, Mr B Sweeney would like to know whe 
gold coin, He has the tiny brass key, silver, old shoe, . 
eswax. an amulet, a hammer, and the sled. Any id' 

i$y writing' from Ferryhill would like to know (amon 

>und Oiuy 1 What d 
h I he d nil t Where are the fli| 

in the clouds? If so, how do< 
own, How do you get past 



FREE PRESCRIPTIONS 



P of 
d both myself and 
Rudrl In fury Of The Fi 

■if level, you must first jump on the 
i will start to fiy across} and sbind as far left .is po 

! fireball 
Okay, thh 'ami pa 
to the right o 
lould ju »ough un ro' id will JU! 

ith ill, 

i free bit of CD32 soft- 
we <• 

vpt problem from our 

not how to get pi 

ty needs fi 

• r- 
ihi« wand I sugge' 



Now you must use all thi« 
ntually, ulfree 

it Will kn nth ir 

ih<inks Mark 



amulet gem. The second 1 and third 
stones are randomly selected for 
each game, so the method ( sug- 
gest is to collect as many stones as 
possible, and stock-pi/e them at 
the alter location. Now save the 
game, and try as many combina- 



tions as possible. The reason I say 
to save it is because the stones dis- 
appear when wrongly placed, but 
by loading the game again, you 
can experiment as much as you 
fancy without tons of boring stone 
searchingjf you go wrong. Ah! 



SURGERY IS NOW CLOSED 



nel: don 
own i sort 



* ^. 



. 
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A Virus kMf *s an easentiai 
puiLhase in if«iw days 
wlura there are hundreds ol 

Amiga rnja*i. Wake sure 
y<wr sultwaiti collection is 
ire? Irnm all tnown viruses 
JfJ.OP 



2. VIRUS KILLERS 



(.1 j*; i ■£*: --■*>: *fi SMfl 



11 you'ra in to beat '*m 
ups here's a Inaal . Figrrt 
against numerous 
opponents in this fast 
action beat 'em up 
5 'giilu'cs firinenced sound 
on 2 drive Amigas 
Gray £6.00 



_ BDK6 3.BQD GERKQMBAT 





This is the moil aowertul 
Amraa ^sik dupli-alOi 
avausbfe In i*ci tf« authors 
saylhirl ' y<*i can't copy 
snmathing cheyl give you 
v-ti ir nxiiiby beck. 

Omrf WoB-r34.SS 



Fifty sfunning AGA images 
in 25.B colours . All Ol which 
■will blow your mind. All run 
as, a elideshow for ease of 
v Awing 

QttIy£t$.0G 



AT H1NG BABES 




A live disk sat oil over 70 
lap quality fonts, lor use 
win Word*orth £ or 3. 
Simply ma1a.ll them and 
■Ihey'ra ready to use 

OrtJ/CfO.OO 



yffFinAwrt»nwnRTH FONTS 




A selection of lools fc 
degrading your A 1 200 
down to a SOD. Very •**> 
1o use . but extremity 
affective way of funning 
old games etc, 

Only £4.00 



PEW, A 12ft0 DKGRADERS 




A eomplBle Woid 
proc*S3*ig package 
InCluOtas: Spell checker S 
grammar checker. A very 
easy |a use package 

OnfyfJ.W 







a. BOOd :;■,:!■•;.'.;:>! _' gal ies 
demos music, grappa and 
nxsla for use on*y on the 
A 1 £00 or MSXK. Agree! 
■way ip insiandy bulk! your 
AGA software etalKdlMV 

tarn 



3.MSB 5- 1. MORTON ST RIKES M£K 



Who needs Sonic or Mario 
whan you can play 
fantastic games like this 
on your Amiga. Faal, 
smooth scaling platform 
game. Excellent stuff. 
Only £5-015 



■)■>«■■*■ ( 'V 



#i*taifaiMt'BT. 



| The complele RSI demo 
aker, featuring lord 
ht.ji vector editor. 

I graphic templates, extra 

I muS*; fonts ate. and a 

I c?m£lata 1u1orial. 

Att for ofify£tS.0Q 



RSM15-L1SLDEMQ31AKEE, 



FRRKU! 

FREE BOX OF TEN BLANK 

DISKS WITH EVERY ORDER 
OVER £25 




TUUl 




Now the summer's hera. 
it's tane to do fr* garden, 
and (his is a good reason 
not to, because you'll be 
too busy designing 1 
Only €3-00 



gr\^i.3D(;arj»:m).ksk;\ek 




Feature* all you need lo 
crunch, archive & 
decTuneh any file or disk, 
includes DMS the Disk 
masher. Powerpacker. 
LHAefC 

O'll-y £5.00 



i^M5=2JCRLN£HMANli 
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\\"\ Wm-l HARDWARE PROJ ECTS 



A !wo disk collection c' 
viiiiuiii Scale background 
le*turrt! Wood paper. 
ate Gives your Ekala 
production a more 
pnofewlonal fintsh. 
Only £6.00 



S CA6.2. SCALA TEXTURES 



Make youf own hardware 
and save £££a. Sound 
Mmjplara. memory 
Oipansions. Bridgeboards 
aft aH bare. Includes 
CoWpltHe diagrams. 
Only £3.00 



lOvairirXOTopAnaBi 
game cheats on five disks 

| Includes all popular Ml+s 
liku Monkey Island 

I rtujtxt T etc, etc. 




High quality box of ten 
blank disks, in a Choice of 
pre-formatled or 
..iformaHed madia 100°-. 
one- free guaranteed. 

Only £4,95 



,TTEC»5«5i(K 



n BLK5.10. TEN B LANK DISKS 



RDS3-L RANDOM IM1T STEREOGRAM 

Sreaifl VOMr nwr. fajcinaKlj ftanddT dal Slarcfrgratrii very 

aafytfl use- OnyaQv t 




It you want to be a budding 
Ian Beats or Floyd fhen THE 
GOURMET COOK BOOK is 
a good way iu gat seated, 
over 50 'erjpns indued. 

Only £300 



(.CB3-L THE COOK BOOK 



4.V 

taniE RH B *» Te 



CHT9«5, 1Q0Q GAME 



Only £9 00 




Forty top quality 
eompugraphic fonts for 
ute with WB2/3. 
Pagestream. Wordwnrlh 
D PamtJ etc, etc. 



Qnty£7.Q0 




Over n top quaWy Imagine 

DOISdE for use in any version 

of imagire SuLifiLta *io*jde: 
VehclH, Animals. 51ar Trek, 
Dtnonaurs. SHr Wars and 
loads more, 




Qet your finances in order 
wiih ihis excellent package. 
Take a closer look at your 
bank accourils. find out 
wriere all your money floes 
auary inonlh, 



FIN7 -3. UNAN CK 



_jDDi5-mJMAiiiM(mffiJLaii 



PSF7-3.L"0MK : G1 




FOU' el time classic board 
games. Scrabble. GluedO 
Snakes and Ladders, and 
Monopoly. Greal finn lor el 
the family. 

Atr/bvonJyffOOCf 



Bl)G1fl-4. BOARD GAMES 




Hi.jr.dmd5 ■■:■/ general 

KnowkKlge questions 
SubiKU iridudt Spurl. 

Films. fA»9ac, Science. 
&»ograpny. Tei1 your 
knowledge Mith (h* eieeiloni 
Trivia game 



fti#i PCVT M*tH*re on your 

Ait g.-i '«-,■ ausy 10 use and 

supponx VQ A graphics on a 
ixirrhla A12DD. A superb 
cnr.lf.jgi: Makes use or iw r i 
:j! vtb; etc. 

Only og as 




A tyvO disk sel of extra 
backijrounos. Icons etc, for 
use wilti Magic 
Workbench Raouires 

Only £5.00 




MWKS-1 MACK 1 \VB EXTRAS 



Double the spucij 
available on your herd 
diak. If you Slav* an 
f)V.— (?L) drive IP s will give 
you ovar igonnegof 
available space Rijos. 
silcr-.ily in fh>e background. 

Only £5 00 



KPU5 -2, DISKIJOJJBJLER 




The moal professional 
word search , crossword 
scher availaole 4n fhe 
Amiga Includes a 
dicliciary of over 58,000 
words, and you can add 
your own. 

Only £5.00 




Leaning to lyp* can be a 
difficult fask. but nof when 
you gat a copy of our 
classic lypnjjfutcrs 
lm;ludfts three games to 
help you earn to type 
Only £3 00 



WFP5 -2WORD EINDEiPRO. 




M ym'ra new lo the Amiga, 
rtwan you may 6* having 
proWems wiih nngs .ig 
Libiarias on your warkbandi 
fhat are neaoed to mn 

particular SOtNyare. Od»r Ihis 
now and solya thasa 
pnoblerrs. 



FrT#>LPf TASK+BOOT 1 h Ema-t- ESSENTIAL FOR BEGMERSJ 



Whelher you want to link 
lv.-i: Amigas together, or Z 
PCs Or Amiga to PC. then 
Ihis packaoje will suit you. 
■ Easy lo install 

Only £8.00 

(()MH-3.\KIWORKIMiJ 



L»«W Itn-Hn 




Brilharn.-t 2 IS 1he best ACA 

paim A aiimatioTi oacxage 
avi labit on me Amiga. 
Suppofls all available 
giapbiCB modes. CDMh 
i^tasi magazines for revtews. 

anyemm 



All Titles Advertised on tee paps should work on any Amiga unless stated 



OKDKK KORM 



©ireO^Lr WatiGrj]® 



Name 



Tel 

Payment method .. 
Crt*H»iNo — 



Amiga 



..Kip.. 



AjdouiK of PD Packs 

KXX14-E. P^I'H II I I 



QTY 



(Ithcrltcmt 



Gmids value 



& Packing 
■ : -. ■ ■■■-< ■ 



■Vru..i.i I l-iiJ.. v L 'j. 



= 1 



mi 



•Ji,, .„ 
_5^ 



CD 52 KEYBOARD 

Easy connection to yOtrr CD32. 

Allows you to run all COPD diskA. 

and aH gam*s on LOCK rV LOAD etc 

ONI V F.17 95 + C7 50 Delivery 



BRT90-1. »RJLL1AN£K2J 



CD 32 LINKUP 

Cofinecl your CD32 to yotir Amiga 

Itx fldsy Iranstcr of'ALL CD Horn disks 

Compete wiih leads + CD Rom fmoi soltware 

CDL35 1 Only S'34 36 ■>■ C1 00 P&P 



fl\ I kSI- \SOKllit:KS 

OvEricu mfcn m: fetkomc. hul plcait add ;Sp 
CO lich di'k ardcTEd. k i\ 00 19 Ej.cb Pact. 
imlired, a miairaurrmf fS disti apph All Ch«Mn 
Ofdcriare wni liy Im Lias-, Air Miif 

COLLECTING DISKS 

You an wtkuinf tDcsUeei ymar aider, bur J«l "re 
advised lo phnnc u ihic^ijh prior ia sajleetfai. 
Oflice ho«n: 9.30sm-5.^rHim MiaiSai 



ORDERING BV POST 

Simplj jfTld jOUr m)?r m an an K* paff, tisl'lifi *k numntn yuuteqmre. 
dBWal crwl'aiid your n*mt It j*fc=5var if yuu -ilih lirwly m*ik aH Hie 
rules iee wish in udn n lill m vmtr acme cit. ami mid ihtst pnes to 
m£ MAtKETIHC, FiiM Hear Olficti. Victoria Cemm. I3J-IM 
VksorisRd. Sa.mdi>n,Wilishirf.SNI VBU. 

ORDERING BY FHONE 

I ., I jn, liirt lM.-|»ffn <> 3CUm 4 .5 ^l^in Moadljr W StarttV »i1h yinaf 
i-iedii card itliih and Ihe AiiL, you *n|j"kf I ike h-. mi Jli 



Epic Marketing, First Floor Offices, Victoria Centre, 1 38-139 Victoria Rd, Swindon, Wilts. SN1 3BU. Tel: 0793 490988 



■i*^* 
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MUl 




ttafer hotline: 0793 490988 F«av 5 1 4 1 87 H 




Mec^oall UJ i$ fnys! 
deiinilaly l"<e bast ever 
'Break-out* game 
available Superb AGA 
graphics, mus>c and 
garnepiay make Bhis an all 
lima- classic. 

Crty&OO 



I.MEG A BALL AGA 




IraMi Engines is a 

SwrlfilMMon of inrjaplh 
animation saquances 
ahowng you In* workings 
ot all me moil popular 
engine- types. 



] ENG9-5. INSIDE ENGINES! 



Over I □□ all tuna clastic 
games mciuctlna.: 
Breakout. Pacmao. Space 
Invaders. Snakes, loads of 

Du77l6 gartt«s and n*i0je. 



GGlft-4. 101 G AMES 




Worts Cup fever a hare 
iaossib>y' and ati are 
Fuulbu: Iccri*. Aepkpca your 
0W*ab workbench icons 
wUh ihese snazzy M calcur 
loltcall team icons 

Qnty£3,<x 



0fft 



■ TCTU. > TBI IAS 



Hundreds on htgh auaMy 
imitam inn ckoan images - 
Sutafacta mdude. Transport., 
People. Compmeri. Xmas 
and loads mow. A rumen 
wtdarieopa. 



■C£EXI3-10.PROCLIPART 



FBI3-1, FOOTBALL ICONS SPE5-3. SPEllA Oil LATOR 




Rwnabaf it* flood old day* 
of computing? WbH now you 
can tun classic Spacing 
gamas on any Amiga With 

ease "fou can even load 
your games Irom cawvtft 
«r*3 save them to rJtsK. 




ollactiort or loots Tor 1f»e 
1l*r user Prwiter 

drtvtfl law maker and 
atha-r use'ui utilities are 
incluplad in ir-u g^eal 
getting started pick 



On.yfflffi? 

PRIM. PRINTER TOOLS 




A salAcnon of prmlrjrdnvijrs 
including 4II popular printers 
such as-: Hewlett Packard. 
Star Panasonic, Epson, 
IBM. OK.. Saikotha. 

PQSISlMlpI pic 

OWyfJ.OfJ 



DRV3-1. PRINTER DRIVERS 



etgroimoMftva 



Word ProwMlng 
Pataba* 3 

Spreadsheet " 

PtafY3' 




Wnather you run a grog 
business, or just need to 
go computerised f*n Itn* 
suparh easy 1c use 
megrated package 4 urhat 
you wanl 

er.oo 



EHT 



ENfc 



n IFC7-3. M TTLE OFFICE 




Thin is the most impressive 

AGA n?n>?is1rBlKjn 

ami labia. II you wart to 
impress jomame. men this 
is what will (to '1. Features a 
Nil BJorg soundtrack. 
Oniyrt.W 



IME SENSUALITY. 



I Contains a **lacbon of 
Video titters, Vitfec. wipes 
& backdrop*. Gnaal Tor 

Cieailnoj profasSiOrkal 

home movies. All you 
I need. 

Only £12.00 

VID12.fi. VIDEO STIJJFF_ 



* U 




If you've, ius1 purchatad 
your Amiga you may be a 
Oil boggled now lo use .1 
properly. Well this five disk 
se" faxes you slap by step 
through every basic thing 
W know. 

£9.00 



ARG9-5. BEGIN NER'S GUIDE 




mr hop sec ■-,=■-; 



Hundreds of quality taxtunH 
'J' ust in drnagnu Rendflr 
your ocjact* in 3 variety ol 
ahadaa, colours and 
texlurr/s ConpsHOle WlVl all 
Amigsi. 

Only £12.00 



ITX12-7. IMAGI NE TEXTURES 




A compilation' of very 
powariul disk copiers, 
ivaMj r>atiiups o< your 
softwur* collection with 

Qniy.f5.0n 



FlillDJST 



A csllaction of Amiga card 
games including. Poker. 
Crops. Solitaire etc. 0**l 
h^n for all the family. 

Only £10.00 



ID CRD10-4. CARD (JAME S 



* 




3t 

HP 


II E- I 



Over £00 Warkbencri 2 or 
3 ulilniasilools, including: 
!eil editors . virus killers 
dksk editors, sound 4 
graphic fools and oads 

miir^ 



OTTU3-1. 



t Onty£3.00 

203 UTILITIES 



Snupmy Mniap fcfltf tor |/ge 

in almost any package 
including Dsiixe Parfit. Also 
features a tanlastc: 'uri 
edjftor lur designing or 
CuSKunuing jcur own toms. 

Only £7.00 



FONT S & EDITOR 



H0uHrJ(. 



(bJJWf-j jxnuc«rj KflMfl « 




Telns is the mosi addkliva 
(jiirmj m lhe wartd, and 
rh.n'N a lact. This is a 
eomprtalion oF Frve of rtie 
t*sl Bosl graphics, bast 
saurid ftnd best playability. 



] TET9-5. TETRIS MAVHKM 




-tttiH 5T5TE«5[»J! 



kicnrjiKe the card game 
features unbetevable 256 
-colouf h-ras o/aphiua. Also 
available now nin *CLir new 
dtnldraks InsUirinn J new 
card desmans. 

Onfy £6.00 

NPIKE AGA 

fad companion tor all 
jsnesseE. Three 
n modules ntuilmc 
Jasnrow. HvrfMCing-Sales 
eOXjur, VAT n^cirEs and 
lroc& corJrcl 

QntyET9 95 



STEffl-L SYSTEM 3 ENHANCED 




The complete system 
analyser Teat your drives, 
memory, keyboaid, 
njouse, expansions and all 
your custom chips etc. 
Ofl)yE3.aO 

ENGINEERS KIT 



Hundreds oF high quaMy 
IFF samples, including: 
drums, guitars, bass, 
vocals and beats. Perfect 
for Music X. Med or any 
tfadter clone. 

Only £7.00 

[FF SAMPLES 




housaros ol useful tods. 

] demos, games and papntci 

I on eaC disk Call lor detail. 

' EUHOCT DBUOS £H» 

60*nagdit*.eiv aic:i *.~ 

oarrwt. mjst and grapfwa *•"/! 

' CDPD 1 LliBfl 

CDPD2 Fl*9S 



CCPDi 



«* 



CDPD COLLECTIONS 





The Fred Fisn colecllcifi. 
Over 4D0D utilities ireluded 
in ff»s set. 'angina from 
wonjprccessing to 
aprriiast-flntB. graphics 
100I5 music and hundreds of 
rjihar mings 

CMy-fJS.SB 

FRED FISH CD 1-1000 



1 000 all time classic Amga 
I games. Puzzles, AdvarMunM 
RPQ.Shoa'emup9, 
PlattorTiBfE. Works on lhe 
CDTV, CD3S Ur any Bihar 
| Amiga CO HOW drive. 



Li LOCK *N' LOAD CD 




D AACHM, ARCADE CLASSICS 



ftltmm t Ml lint :Hs!ts llnlDd vm as at "umr iaiLt rvjiUri 
AtHrtMU mrj C^limns Rairs-bfr- rjx QXd tB %ii I J' row Mi iS X 




An essential tool lor 
installing workbanch on 
your new hard disk. Easy 
to use either on lie ASCXi 
(NA120Q. 

Only £7.00 



Thousands of archived 
tool* including: patches. 
Dir lools, music, graphics. 
AfiA tools, workbench 
tools, 111 lak* you months 
lo slU through Ihis. IrM. 
OrrJvffS.flg 



DABD7.1 HARD DISK INSTALLER 




Organise your 
entertainment media with 
this set c4 ca1a*Dgumg 
ools. Viaeo CD and disks 
are all catered For. 

Ory f5,«f 



ATALOGERS 



_ AMINE T II CD ROM 



* 



DUKE 

MOn 



FfLf THW 



~~k Over 2.000 Adobe and 
C0Tip„o/apr.£ siri>irurHd 
I kuvti . great fc Desklap 
i Publishing Comceribiu m il< 
Amiga & PC CD Rom. AH 
*• ready to use on any 
maenma. 

£18.99 



PRO. FONTS CD ROM_ 



>l lt\. > Ul 1 J.. . J 



M anas. • : . 

* It t • 



Hundreds cf com* clip fonts, 
It* us* in any Painl paokagv 
AH sizbs from fi up to 45. 8 
colours up to 32 colours, 
great for videu worii ar Ipr 
jusl making dem:>s 

an'yflSCW 



CLF1 5-8. C OLOUR FONTS 




TMt It lh* most 
■nprattiv* have damo 
available en 1he Amigai, 

leafuies an amajrtg 
soundtrack & wickfrd 
visuels. don't rmas this 
Only £4.00 



SBL4-2. NINE FINGERS 




Ail all hmftt lassie 1 Fealures 
IneMM 7 skill IcuhIs fjll 
ita.jut utilas 3D looibal 
ground, managerial rulings., 
Injur) pwtilami prumoiiaiT &. 
lelayiiliun. 

Order now only £3. 00 



FBM3-L FOOTBALL MANAGER 



'■■ )I;.V .. 




- ibi^t -jt:-t taVJ 'rwauraniaQ 



Another gieal puzzle 
game lor adults A pint of 
Hi,: Ui.ni, .i paptart ■■■'. 
cwtanuts and a good game 
ol Centrefold squares 
'What a nlr-' 

Onty £10.40 




Play Pcfcer with some ol 
trie most lovely ladies in 
■ the worid. Includes superb 
graphics ar>d digitised 
speech. 

0nJy f f^.fXi 

I XE STRIP POKER 2 



m aes-i rvro> »H«aai 



I Wener you're a carriplaia 
begnviar at d-iess or a 
champion, Jl CHESS has 
san-n::hrig tor you, Superb 
grm^iic* and speech maKe 
irns a greai s^hw^re title, 
Only 14 00 



QJIT4-1. CHESS & H TOR 




Williams F1 Imagine 
ab|iK:t II requires 4 meg 
but ft* you can see is 
Amazing Requires a 
vroon of imagine to 
render i 

Only £4.00 



WIQ4-1. WILLIAMS Fl 



■J A collection ol great fun 
educational games for 
children aged 7*. Maths, 
spelbng. speed, etc. are all 
included in this excellent 
compilation. 

On ry &.QQ 

J EDU9-4, EDUCATIONAL 




PASSWORD 



;CFS10-L CENTREFOLD SQl \KrS 



Slop olner people from 
accessing your floppy or 
hand disks, by putting a 
customised password on 
your disk. Also contains 
file encryption tools. 



ENCRYPTOR 



Onty£l0.06 

PSW10-4, PAS SWORD 



Epic Marketing First Floor Offices, Victoria Centre, 138-139 Victoria Rd, Swindon, Wilts. SN1 3BU. Tel: 0793 490988 
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This is it r then — the end of the Sensible J&ccer Fancy Football Competition. 
Below, you'll discover the final results and the scores for each player. Just tot 
them up and turn the page to discover if you're eligible to claim. 

After all the mathematical his part or the amount of beer he 

errors and headaches, the Catholic Family vs. We Luv If Ingl'nd consumed before the proceedings, 
end i* rvear — thank God. It Although ft looked increasingly Jools' namesake blasted home a sec- 



^iW 



fter all the mathematical 
errors and headaches, the 
. end is near — thank God. it 
seemed like a good idea a few 
months ago, but it's been a time- 
consuming load of old nonsense, 
and l r d be very surprised if any of 
you have been following it since the 
beginning. Still, we'll have to think 
of something to fill the pages next 
month — how about eight pages of 
meaningless charts? Hmmm... 

THE CLASSIFIED 
RESULTS 

GAME 36 

Gotham Park vs. Liverpool QIC 
A tense match, this, with both play- 
ers reluctant to press forward. Chris 
finally broke the deadlock with 30 
mins to go, with a blinding chip 
right over the Batcave. Simon 
responded with typically sickening 
ferocity, changing his formation to 
Attack' and blasting home a couple 
from outside the area (diagonal 
long-shots, unsurprisingly) to grab 
the lead. Chappers tried to up the 
pace in order to stay in the game, 
but this resulted in gaping holes in 
his defence, through which boggle- 
eyed Byron slotted a couple more. 
Git. Result: 4-1, Scorers: McMana- 
man (0-1), Gordon (1-1), Batman (2- 
1), Gordon (3-1 }, Gordon (4-1), Cau- 
tions: Hansen (yellow card). 

GAME 37 

Famous Addicts vs. Chelsea 
In a real nail-biter of a match, both 
Jools and Tom were keen to avoid 
defeat, even though neither stood a 
chance of clinching the title- Jools 
took the initiative, with a fluky effort 
from Blandford. Tom followed up 
with an equally lucky strike from 
Peacock. Again, Jools pressed for- 
ward and hit home another, only to 
be rewarded' with an equaliser 
from Stein. The tension became 
almost too much for the young lad 
Stein, whose ball-crunching tackle 
left Boy George singing that bit 
higher. Just as it looked as if the 
match would end a draw, Jools 
grabbed the lead, with a fantastic 
strike from his namesake. Result: 3- 
2. Scorers: Blandford (1-0), Peacock 
(1-1) , Blandford (2-1), Stein (2-2), 
Jools (3-1). Cautions: Stein (yel- 
low card] 



unlikely that Dominik was going to 
win the League (barring a miracle, 
Simon has already been confirmed 
as the winner), he decided to switch 
to a more attacking formation in 
order to secure second place. Fortu- 
nately for the plucky Scot, his tactics 
paid off; Nicholas almost uprooted 
the goal- posts with a powerful blast 
into the back of the net, followed 
quickly by a well-worked effort 
which left the keeper standing, Jon's 
frustration was clear to all and his 
reckless challenges resulted in a 
booking for Sharpe, Still, his efforts 
were rewarded with a last minute 
Hirst goal. Result: 2-1. Scorers: 
Nicholas (1-0), Nicholas (2-0), Hirst 
(2-1 ). Cautions; Sharpe (yellow card). 

GAME 39 

Liverpool OC VS. We Only 
Sing 

We reckon that the aver- 
age score of all the games 
in the Fancy League 
two goals to one 
It's not based on 
any factual evi- 
dence, though, it's 
just a guess. And 
probably a wrong one. Any- 
way, that tenuous link was my little 
way of Introducing the score of 
Andy's penultimate game which 
was, er... two-one. To Andy. Not 
Jon. Rush scored T, Soup Dragon 
stored '2' and was cautioned. God 
these bloody things bore me. 
Result 12, Scorers: Rush (1-0), Soup 
Dragon (1-1), Soup Dragon (1-2) 
Caution: Soup Dragon (yellow card) 

GAME 40 

Famous Addicts vs. The Dead XI 
With Harry's skills improving no end 
and his goal tally up to an awe- 
inspiring 'one', it was obvious that 
Jools didn't exactly fancy his chances 
against this up-and-coming Sensi 
god. He should've, of course, 
because although Harry has started 
to get the hang of things, he's now 
only 'crap' as opposed to 'complete- 
ly and utterly crap'. Blandford 's solo 
goal was the highlight of the match, 
although we're not sure whether 
Jools' dribbling was down to skill on 



ond shortly before half time After 
the interlude, though, things turned 
decidedly dirty with cautions being 
dished out to both scorers and 
Icarus. I don't think I can take much 
more of this. Result: 2-0- Scorers: 
Blandford (1-0), Jools (2-0). Cautions: 
Blandford, Jools, Icarus. 

GAME 41 

Che/sea vs. Bed Machine. 
Peacock was the first scorer in Tom's 
swan song, although his lead was 
soon negated by a stunning goal 
from Dalglish. The current manager 
of Blackburn, however, was pun- 
ished shortly after for a disgusting 
foul on Glen Hoddle which would 
have resulted in him being carried 
off if the game included such a fea- 
ture. The two teams 
remained level 
almost until 
the rest of 
the match, 
until Hunt hit 
home a fab effort 
from just outside 
the area. Result: 1- 
2. Scorers: Peacock (1- 
0), Dalglish (1-1), Hunt 
(1-2) Cautions: Dalglish (yel- 
low card) Phil Neal suspended. 

GAME 42 

Musician's Union vs. We Luv U 
Ingl'nd 

"Grunt, grunt!" snorted Bjdrk as her 
one- pig effort put Matt ahead after 
only a few minutes, "You swine!" 
cried Jon as he slotted home a sexy 
goal, courtesy of Hirst. "You ugly, 
filthy pig woman!" shouted Jon as 
Sharpe took the lead. "You repug- 
nant, snotty animall" blasted Jon as 
Seooby Doo snatched victory, "Oh," 
said Bjurk, "I'm off to find some truf- 
fles," Result 1-3. Scorers; Bj&rk (1-0), 
ie^yi-1), Sharpe (1-2), Doo (1-3) 
John Lennon suspended. 

GAME 43 jp. 

Catholic Farr "'^» 

Excitement City! As neither sWwas 
willing to bow out of the Fancy 
League with a humiliating dPfcfc 
the game turned into a veritable 
goal frenzy, and the pace of the 




match 
nothing 




Wi 

shon 
of relentless, At. 
Nicholas fluffed several clear-cut 
opportunities, he managed to score 
a hat-trick before Chris pulled a cou- 
ple back with efforts from McMana- 
man and Molby. In the climax to the 
tortuously long-running 'gag', JFK 
fooled the keeper by heading in his 
own head, and then volleying in the 
ball shortly after. Rush managed to 
pull one back, but victory for the 
closely-shaven Scot never looked in 
any doubt. Result: 4-3- Scorers: 
Nicholas (1-0), Nicholas (2-0), 
Nicholas (3-0), McManaman (3-1), 
Molby (3-2), JFK (4-2), Rush (4-3). 
Cautions: Lawrenson. 

GAME 44 

We Only Sing vs. The Dead XI 
The last The One grudge match. 
Things got off to a surprising start 
when Old Harry's Icarus scored a top 
goal, causing Andy to hang his ugly 
ginger bead in shame. Torchy the 
Battery Soy came to the whinger's 
aid, shooting home a couple of run- 
of-the-mill efforts (just inside the 
goal-posts, struck from straight 
ahead). Again, Harry dumbfounded 
his critics by scoring another with 
Ludd, increasing his goal tally by SO 
percent. Andy's face turned red, 
steam came out of his ears, and he 
upped the pace, Three goals were hit 
home within the last minute or so, 
making the final score give the 
impression that the game was slight- 
ly more one-sided than it really was. 
Result: 5-2 Scorers: Icarus (0-1), Bat- 
tery Boy (1-1), Battery Boy (2-1), 
Ludd (2-2), Battery Boy (3-2), Ganger 
(4-2), Bungle (5-2), 

GAME 45 

Red Machine vs. Gotham Park 

Simon won. The four-eyed, balding, 

talentless git. Result: 0-2. Scorers: 

Penguin (0-1 ). Gordon (0-2) Phil Neal 

suspended. 



TURN THE PAGE 

FOR DETAILS 
OF HOW TO 

CLAIM... 
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WHAT DO POINTS 
MAKE? 

Each of your eleven players will 
gain plus or minus points 
depending on how their team 
played, as outlined below: 
Goalies: Score -1 point for every 
goal their team concedes or +5 
points for a clean sheet. 
Defenders; Score -1 point for 
every goal their team concedes or 
+3 points for a clean sheet. 
Mid fielders: Score -1 points for 
every goal their team concedes 
and +1 for every goal scored- 
Attacken: Score +1 point for 
every goal their team scores. 
■Goal-icoren: Score +1 point for 
every goal they score, with an 
additional +2 points for every 
hat-trick. 

Yellow Card*: individual players 
score -1 point if they are shown 
the yellow card. 

Red Cards: individual players 
'score' -3 points rf they are sent 
off. If one of your players is sus- 
pended from the league, then 
he'll score -2 points for every 
match he misses. 
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THE TEAMS 

So who are the all-important 
managers then, eh? 

Simon Byron 

Gotham Park Rangers 

Andy Nuttall 

We Only Sing When We're 

Winning 

Matt Brought on 

The Musician's Union 

Harry AttrUl 

The Dead XI 

Jon Hare 

We Love U Ingl'nd 

Jools 

The Famous Addicts 

Tom Watson 

Chelsea 

Chris Chapman 

Liverpool CJC 

Domfnik Diamond 

Catholic Family 

Rlk Henderson 

The Red Machine 





y^ \ ft \ \ 


n 1 


The Batcave 


13 


+4 


-9 


o 13 


Moomin Trail 


-13 


-3 


16 


> 23 


Simon Le Bon 


■1 


-3 


-5 


1™ 34 


Saint Peter 


-34 


-7 


-41 


A 4S 


Nigel Martyn 


-1 


-3 


-4 


S 67 

m 7S 


Jim Motri^on 
Dmitri Hharine 


-1 
+ 6 


+1 
-5 



1 


Bruce Grobbetar 


-4 


-to 


-14 


9 69 


Pope John Paul II 


-4 


-A 


-a 


W 100 


Hay Clement*? 


-3 


-J 


6 





2 

3 

« 

S 

13 

14 

IS 

Ifi 

24 

25 

26 

27 

35 

36 

37 

3B 

46 

47 

48 

49 

57 

58 

59 

60 

SB 

69 

70 

71 

79 

88 

81 

82 

90 

91 

92 

93 

101 

102 

103 

104 



Th« Bat mo bile 
Cat Woman 
The Joker 
The Riddler 
Sooty 
Baqpuss 
Crystal Tipps 
Bod 

Mark King 
Paul McCartney 
John Lennon 
Howard Janes 
Attlla the Hun 
Hadrian 

Rjchird the LimnHrt 

Usury V J 

David Bardsley 
Gary ChaHesljL 
Martin Keown 
Andy Sinton 
Keith Richard* 
Ubik 

Boy George 
Jimi Hendriic 
Steve Clark 
Erland Johnson 
Jakob Kjeldberg 
Frank Sinclair 
Alan Hanson 
Mark Lawrensor 
Steve Staunton 
Rob Jones 

Michael CoHeon* 

Tom Hagen 
Vito Corleone 
Sonny Corieone 
Phil Thompson 
5teve Nichol 
Tommy Smith 
Phil Neal 
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-13 
-13 
-13 
-13 

-13 
-13 

6 

9 

B 

■6 

-3* 

-34 

-a 

-34 
-5 

-6 
-5 
-5 

-5 

-5 
-S 
-5 


o 



8 

t> 
-7 
•6 
-6 
-6 
-6 

9 
-6 
-7 
•1 
-7 

1 



+ 2 
+2 


-11 
-11 


+2 


-11 


+2 


-11 


-3 


-16 


-3 


16 


-3 


-16 


-3 


-16 


-3 


-9 


-3 


-12 


-2 


-10 


-3 


-9 


-7 


-41 


-7 


-41 


-7 


-32 


-7 


-41 


-3 


-8 


-3 


-8 


■3 


-8 


-3 


-a 


41 


-4 


+ 1 


-4 


+ 1 


-4 


+ 1 


■A 


-5 


-5 


-S 


-5 


-5 


-5 


-5 


-5 


-11 


-17 


-11 


ia 


-10 


-If 


-10 


-16 


-4 


-18 


-4 


-10 


-a 


-13 


-4 


-IB 


-3 


-18 


-3 


-10 


-3 


.to 


-4 


-14 



THE FINAL TABLE 



Win = 2 points. Draw = 1 point 
Team 




m 

D 
m 
30 
VI 



6 

7 

8 

17 

18 

19 

28 

29 

30 

34 

40 

41 

50 

51 

52 

61 

62 

63 

72 

73 

74 

83 

84 

65 

94 

95 

96 

105 

10b 

107 



AJfred The Butler 


+18 


+ 5 


+ 23 


Two Fate 


+ 18 


+5 


+ 23 


The Penguin 


+20 


+6 


+ 26 


Bungle 


+1 


+ 5 


+ b 


Baby Clanger 


-3 


+ 5 


+2 


Parsley The Li OO 


-13 


+ 4 


-9 


Eddie Van Halen 


-6 


-2 


-8 


George Michael 


> 


-2 


-8 


David Bowie 


-2 


-8 


Barneses II 


-33 


-5 


-34 


Sitting Bull 


-30 


-5 


-35 


Capt. Mainwaring 


-33 

+-TW'"-- 


-5 

12 


38 
+ 15 


Denis Wise 


+12^ 


+ 1 


+ 13 


Geoff Thorn** 


+11 


+ 1 


-1-12 


Elizabeth Taylor 


+ 1 


+ 3 


+ 4 


River Pheonijc 


+ 1 


+ 3 


+ 4 


Bob Marley 


+ 1 


+ 3 


+ 4 


Eddie Newton 


+ 3 


-2 


+ 1 


Glenn Hoddle 


+4 


■2 


+ 2 


Dennis Wise 


+ 3 


-2 


+ 1 


John Barnes 


-1 


-5 


-6 


Jan Maltay 


-3 


-4 


-7 


Ray Houghton 


-1 


-5 


-7 


Gf rard Contort 


+a 


+ 2 


+ 10 


■fori e Tone 


+ 7 


+ 2 


+ 9 


■prquemarJa 


+ 8 


+2 


+ 10 


km rates 


-3 


■1 


-4 


Steve Heigriway 


-2 


-1 


-3 


Graham Souness 


-3 


-1 


4 



i 


& \vw\\\ 


- ' ' 

9 


The Scarecrow 


+ 31 


+6 


+ 37 


j> 10 
H 11 
H 20 


Comrn. Gordon 


+so 


^12 


+82 


Batman 


+49 


+7 


+ 56 


Mr Ben 


+ 14 


+ 7 


+ 21 


£ J1 


Soup Dragon 


+ 18 


+8 


+ 26 


5 

SB 32 


Torehy (TBB) 


+ 19 


+ 12 


+ 31 


Peter Gabriel 


+ 15 


+ 1 


+ 16 


Bjorfc 


+ 15 


+ 2 


+ 17 


1ft 33 


Sting 


+ 21 


+ 1 


+ 22 


42 


IqarUi 


+ 1 


+ 2 


+ 3 


43 


Ned Ludd 


+ 1 


+ 3 


+4 


44 


W.A. Mozart 


+ 2 


+ 2 


+4 


S3 


David Hirst 


+ 32 


+ 6 


+ 38 


54 


Lee Sruirpe 


+ 23 


+ 4 


+ 27 


S5 


Nigel Clough 


+ 24 


+4 


+ 28 


64 


Sid Vicious 


412 


+ 5 


+ 17 


■J 


Jools 


+ 18 


+6 


+ 24 


66 


Jamie B landlord 


+ 1S 


+? 


+ 22 


75 


Gavin Peacock 


+ 18 


+ 5 


+ 23 


•s 


Mark Stein 


+ 13 


+3 


+ 16 


Craig Burley 


+ 15 


+ 3 


+ 18 


U 66 


Peter Beardsley 
Ian Rush 


+ 8 
+ 11 


+ 5 
+ 7 


+ 13 
+ 18 


66 


Steve M£M*n*rr.ar» 


+ 12 


+ 7 


+ 18 


87 


Charlie Nicholas 


+ 22 


+ 13 


■35 


M 


JFK 


+ 22 


+ 7 


+ 29 


89 


The Singing Nun 


+ 16 


+ 6 


+22 


108 


Kevin Keegan 


+ 10 


+ 2 


+ 12 


189 


Kenny Dalgtish 


+ 14 


+ 2 


+ 16 


110 


Roger Hunt 


+ 17 


+3 


+20 



HOW DID YOU DO? 

Phewee Muskrat! These are the Final Scores which 
replace any previous totals. Now turn to page 86 
for the next step.,, 
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COMPETITIO 

A INTERESTING 
FACTOID! 

(^Mm ^ ^ «■ — ^ ^m|^b ■■» am m a s wed as being the winner 
READ 'HIS CAREI 'ULLY js ako th€ official Sensible 

Jy now you ihould a pretty good idea whether or not you stand a j eccef World Champion. 
zhance of winning. If you picked a member of Harm's team then you *muff sit 

«i,«l.+ » ,.,.>H n | UD , .r> rtnuu ftiut I'm <i,rs uftu i-paliseH that lortfli aaal. 



chance of winning. If you picked a member of Harry's team then you 
might as well give up now (but I'm sure you realised that long ago), 
but the rest of you could be on your way to collecting a cool £1000. Com- 
missioner Gordon, however, turned out to be a bit of a dark horse — the 
highest scoring striker, and he wasn't even a star player. 

If you've totted up your paints and your total is more than 1 65 then 
we want to hear from you. Just fill in the details on the form below (a 
photo copy will suffice if you can't stand defacing your copy of The One) 
and send it to: Fancy League Claims, The One, 30-32 farringdon Lane, Lon- 
don EC1R 3AU, to reach us by no later than October 28th. YOU MUST 
WRITE YOUR TEAM NAME AND YOUR TOTAL ON THE BACK OF THE 
ENVELOPE — if you dont do either of these then well bin your entry. 
Ejpn't bother claiming if you scored below 165. 

The winner will be the person with the highest-scoring Fancy League 
team, or, if more than one person has the same total, the entry with the 
wittiest tie-break answer* The Editor's decision is final, and no correspon- 
dence will Ae entered ihto. We can accept no respoiuibility for Fancy 
League forms we didn't receive, and proof of posting is not necessarily 
proof of receipt. And doiVt ring up and ask whether you've won because 
we'll disqualify you immediately. The winner will be, notified by post 
befor* 31st1lovemberl994. 





INTERESTING 
FACTOID! 

Bjork is ugly. 



INTERESTING FACTOID! 



The best Fancy League side you could 
have picked looks like this: Dmitri Kharine in goal; 
Keith Richards, Uhik, Boy George and Erland Johnson 
in defence; The Penguin, Scooby Doo and Denis Wise 
in mid-field; with Commission- 



Name: 



er Gordon, Batman and 
David Hirst attacking. 



Address: 







Postcode: 



V 



INTERESTING 
. 1 « u I FACTOID! 

Telephone Number:...... *.... . 

■l We nicked this ide 

Points Scored; „"...., from a national 



INTERESTING 
A FACTOIDI 

The Fancy League competi- 
tion has been entered by 
more people than any other 
competiton in The One's his- 
tory. So you probably don 
stand a very good chance of 
winning. Sorry. 



is- 
»t 
»f 



newspaper! INTERESTING FACTOID! 



FANCY LEAGUE TEAM NAME 



I 



Player Name 



Player Reference No. 



The worst Fancy League side you could 
have picked looks like this: Saint Peter in goal; Atti- 
la the Hun, Henry V, Alan Hanson and Mark Lawren- 
son in defence; Parsley the Lion, Scooby Doo and 
Eddie Van Hal en in mid-field; and Peter 
Beardsley, Kevin Keegan and Kenny 



Goal Keeper 



Defender*!. 



Defender *2. 



Defender *3. 



Defender *4 



Mid-field -1 



Mid-field 



A INTERESTING 

FACTOIDI 

Lots of people named their 

team after the bit of your 

body you go to toilet out of 

if you're a boy. 



Palglis h attaching. 

INTERESTING FACTOID! 



The One is better at Sensible Soccer 
than the creators themselves! Simon, 
Andy and Matt scored a total of 34 
points, compared to a pathetic 28 from 
Jon, Jools and Chris. Hal 



Mid-field *3.. 



Forward M„ 



Forward *2. 



:==! 



.1... 



Forward *3. 



^ 






INTERESTING 

FACTOID! 

The commonest answer to 

our tie-break question 

involved references to the 

now infamous J w rods' 

incident. Someone even put: 

'"The One is the best because 

it always gets its mucking 

wrods fuddled up," which 

we quite liked. 
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INTERESTING 

FACTOID! 

Er... that's it! 



J 
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FAST AMIGA REPAIRS 

FAULTY TROUBLESOME COMPUTER ?? 

SEND OR DELIVER 10 IHE EXPERTS FOR FAST RELIABLE REPAIR OF TOUR BELOVED AMHSA SAO 

FOR ONLY £44.00 INC,* 



DRIVE OR. KEYBOARD REPLACEMENT + £10 



WE ALSO REPAIR 
A6O0, 1200, 1500, 
2000, 3000 + 4000 
* FREE QUOTATION * 



COLLECTION SERVICE 

AVAILABLE 

DOOR TO DOOR 

ANYWHERE IN U.K. 

£5 EACH WAY 



EXCHANGE SERVICE 

MODULATORS El 9.50 

PSU £19.50 

D.'DRIVES £25.50 

K/BOARDS .,.£25.50 



* WE RESERVE THE RIGHT TO REUSE AMY MACHINE * 

PAST COMPUTER SERVICES, TOWER BRIDGE, IONDON SEI 2HG - TEL; 071 252 3553 



CAPRI CD DISTRIBUTION 

am ALL AVAILABLE mmmcd" 

TITLES IN STOCK 

70 * CDTV TITLES COMPATIBLE WITH CD32 
70 * CD32 TITLES VIDEO CD TITLES 



AMOS PD E*?. 99- "Chilis??- -3N _ 3 E19 » 
CUP ART £9.99 ■ EMERALD MINES E1*.M 



OVEFKILULUNAPC 
a, i-ki-oCi+CkEn ei 4 aa 
" GATES OF JAMBAUS. E1 7 98 
ARABIAN NIGHTS W9» 
&>K SAMA JPl DUCK Frt.M 
:>«whE*»S £h*Olw £ l f.» 
iHUCKPOCKtiaffl 
PPlf.MF.RF.F399 
BeEKiDgSTOOVCM.* 



MEAN ARENAS £U.W 

Plr*A_LR*r*£l3.M 

PHEVAtlENeNCriTM 

LEMMINGS C9W 

MORPHtlA.BS 

OANSEHOuSSTtlT.M 

Nlf,H f ALKl'S 3QLF £U.SS 

PHOJECTX F1 7 GHAU SI17 9S 

TOTAL CARNAGEf-SS 



CAPRI CD DISTRIBUTION- DEPT AF4 
S DEAN ST. MAHLOW. BUCKS. SL7 3AA 

TEL FAX 0628 -891022 

TRADE ENQUIRIES WELCOME 



HORNESOFT PD 



K<T l*«> 



2 J STANWELL CLOSE. ftTNOOBAMC. SHEFHFI D » I IV 
TEL. IFMI-IWJD 

ALL LATEST DEMOS. UTILS, GAMES 

AVAILABLE ASSASSINS GAMES UPTQ 

196 + AND LOTS MORE, 

SEND S.A.E * DISK TO ABOVE 

ADDRESS FOR A FREE CATALOGUE 

OR SEND 3 k 1st CLASS STAMPS. OR 

PHONE FOR FREE CATALOGUE: 



OPERATION FIRESTORM 
A COMMERCIAL QUALITY GAME LIKE TJHFFN 
BERET ON DM LIKE FIHEFORCE Wl AUIGA. 

i,OT5<>F POWFH .IP5 WEAPONS EfC. EASVLV- 

WQRTH FH 05 * BUI TH QKLT AVAILABLE FROM 

HORNESOFT PD FOH JUS1 EI. 30 lf»C PQBT»GE 

CHEQUES P.O. PAYABLE TO HGflNE SOFT PC 



ALSO F1 LICENCEWARE AVAILABLE 

ANi; 

LOTS, LOTS. MORE 

THE ONL Y PD LIBRARY YOU WILL 

EVER NEEDPROBEBLEYH 

i.v:- i qiEMDI ■■■"•■! RVH ■'- IBDESPATCH 




£16.00 

£30.00 

£70.00 

£170.00 

£255.00 



50 £22.00 

100 -£40.00 

250 - £90.00 

500 -.£170.00 

100Q*£320,00 



Alt Our Disks Include FREE Labels 
We WIN Not Be Beaten On Prices 



flfeaw make cheques and P.O. payable to : 

DIRECT SOFTWARE CU09SC UNIT 3, CROSSKEYS SHOPPING MAii, ST 

NEOT5, CAMBRIDGESHIRE PEI 9 2AU 

UK fVIAINLAND - DELIVERY FREE 

OTHER AREAS PRICES ON APPUCATK.V-J 

AIT ftvcwli ate ant cur by recorded Pinery. *H Items Svb/mf to chtmac vnfaoai tioHa E&Ot Pfease 

allow far fJwtjus clearance. Some Garnet may naive- rvleaswa at time fat going to preit 
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Please *upfJv me wllh the fallowing for 

eempulw ...,.., ~„ 

Title Pimm 



Post t. Packing 



T G-fa 



Date; 

Name: .... 
Address, 



.Postcode . 



I Q' NO- ;*tl+ltlH I*l+I4ltl 



wibi mu 



... STILL THE BEST 



COMPUTE R- A-RAC E + E 1 9.99 

THE FINAL EDITION 

COM PUTE-A- RAGE* Otters 
unrivalled accuracy and unbeatable value, 
f Am^ga only) 

WHAT DOES IT DO? 

COMPUTE- A- RACE+ is a Horse Hasina. 
Prsdtcbon Program ihal can forecast raoas, 
select bets, calculate relurn and mgch more 

IS «T COMPLICATED TO USE? 

No. Features an eased use- Wi[hin days 
inpuling a race will be second nature. 

WHEN SHOULD I ORDER? 

No*. Belting lor profits IS betting far fun. 



Cheques P.O. payable to 
HANDISOFT {Mail Order ONLY) 

Handisofl, 37 Hearsall Lane, 
Sporn End, Coventry. CVS 6HF 



SCRIBBLE P.O. 

Disks El .00 each unless stated 
7-5p for 20 or more F+P = 75p p*f order 

cheques & PO's to 
SCRIBES I- PQ Sorry no emdWeftinji can* 



LATEST cat arte 

LEB3 LJBffTl* 

U3Bi Temau 

LOB T^wI!!a,iii 

LDC HwmpBUl 

LPB PtHP**ft 

3420 -rtiT.i -'(iarw, 

L£f» EftabwAGA 

LT06 COUDto 

fi LiccnsewEn? Nwirlri 

3 HILLSIDE COTTAG63 

BURSTALL, SUFFOLK 

IPB 3DY 

TELEPHOHS HO: LT473 BS2SSH 




F-l 

LSD 

T-BAjG 

SCOPE 

A5SA5U4S 



200 TOP AMIC.A GAMES 
FOR ONLY SI9.99 POSTPAID 



ip of these (isiit ' £20 Eii 

id Add at 

Y< 
D« tOM; 



8 Magnolia I 'a*'! Iiast B I 

AM I RS 



THE ONE AND ONLY 

AMIGA GAMES 

HINTS, TIPS 
& CHEATS book 

£9.95 

* £2.00 P+P 
FROM: 

KUMA BOOKS LTD 

12 HORSESHOE PARK 

PANGBOURNE, BERKS 

RG8 7JW 

TEL: 0734 844335 



WANT TO CHEAT!! 

Tips And Cheats 

Booklet 

Consisting of Tips, Cheats and 
Level Codes for over 20(1 of the 

most popular 

Amiga Games 

Please send eheque/p.o. for 

£2.95, 

made payable to S. FFORDE 

Featherstones, Penhallow House, 

33 Carbery Avenue 

Southbourne. Bournemouth 

Dorset. BH6 3LN 
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Broughton's the name, PD's the game. Yes 
sireee! When the chips are down, too many 
cooks save nine. Oo-er, well blow me down 
if it isn't an intro to that old chum of ours 
PD Zone, cleverly disguised as what can 
only be referred to as a load of old 
tosh! Er, yes. Not half. 



Somnambulists were poking a serious headache 
-far security staff at the' jam factory. 



ZOMBIE APOCALYPSE 2 

Cynostic, Disk G0224 
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Zombie Apacaiypse ... bloody hell! In fact, 



nybody fortunate enough 
to have seen the original 
Zombie Massacre will no 
doubt be more than happy to 
receive a second install- 
ment, as it was, quite 
simply, one of the 
most mindlessly vio- 
lently and genuinely 
enjoyable chunks of 
PD we've seen in a 
fair old white. 
If you don't know 
the game I'm talking 
about, it was an Opera- 
tion Wolf clone, with a 
mouse controlled cross 
hair, and a screen filled 
with dismembered bodies 
roaming around, groan- 
ing, moaning, and just 
begging to be gunned 
down in a spray of blood. 
Or fed a grenade, with 
much the same effect. 
With more blood. 



So what should you expect from 
the sequel? Well, more blood for 
starters, not forgetting more types 
of zombie, more backgrounds, more 
squelchy noises accompanying every 
dispatched member of the undead, 
plus a new, improved, nifty gun, 
grenades, AND a sexy missile launch- 
er. Hurrah! 

The zombies are animated in a 
much more 'realistic' way, with tor- 
sos dragging themselves across the 
screen, classic "arms- in- front' zom- 
bies running from side to side, and 
naked men plodding back and forth, 
and all this while knife wielding 
madmen appear at the base of the 
screen and try their best to stripe 
you. Great fun for all the family! 

You have one life, shown by an 
ever-decreasing energy bar, and wilt 
take damage every time a walking 
zombie gets to the other side of the 
screen, or a static zombie manages 
to get his knife 'in you'. You have a 
limited bullet supply, which can be 




GIDDY 2 

Cynistic, Disk G0225 



./.."***• 
<# 




Way back in August 1993, 
we were fortunate 
enough to bring you a 
superb little bit of PD on our 
coverdisk by the name of Wibble 
World Giddy. This was a simple little 
DJzzy-esque platform/adventure 
game, using the age-old system 
whereby collecting a particular 
object gets you past a certain obsta- 
cle, The game proved immensely 
popular with our readers (that's you, 
that is) to the point where 'Games 
Surgery' received an enormous num- 
ber of solutions. Well, pin back your 
trouser cuffs, 'cause here comes the 
sequel — Giddy 2- 

Apparently, (and no, I'm not just 
filling space — really] Giddy returned 
home from his last adventure, only 
to see a newsflash on the TV saying 
that a huge spaceship had appeared 
and was releasing 'Wibble Waves' 
that were affecting all ordinary 
household items, making them go a 
bit weird and stuff. Fortunately, 
these Wibble Waves didn't affect 
large egg-shaped heroes with 
big hands. Phew! That's 
lucky — at least Giddy can 
do something to help 
So what's new pussy- 

... by sprinkling salt from 

this cellar on his body and 

watching him siul*. Ha! 



Giddy 2 .. this nice emerald green 
slug can be killed 

cat? Well, Giddy himself remains 
true to his original form, with ludi- 
crously huge hands and and egg-like 
appearance. He still jumps in his spe- 
cial somersaulty way, and has a 
number of pockets which come in 
handy for collecting those strange 
items found along the way. 

For most of the game you spend 
your time making your way across 
some simple levels, avoiding the 
strange animals {including radioac- 
tive sheep!) that inhabit them, with 
hidden passageways leading to cav- 
erns and new levels. Coins lie dotted 
around the screen, and can be col- 
lected to aid you in your quest. The 
standard silly puzzles are there, with 
such gems as 'dropping radioactive 
sheep poo on the floor to grow an 
enormous bean stalk', or perhaps 
'using the remote controlled Nessy 
caller to get across the lake'. I think 
you get the idea. 

So it's much the same as before, 
with lots of silly places to visit, and 
lots of silly things to collect There's 
no real improvement over the origi- 
nal game, but if you enjoyed Wibbie 
World Giddy, you'll like Giddy 2 '! 



OVERALL 
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It was Von Richthoffrn's Second att#rnf 

dt snogging the Stock Exchange, 

avitig only just returned from 
a nostalgic trip via last 
month's 'PD Zone', I've been 
once again directed towards memory 
lane by a new game that'* just flown 
in from Express PD, Though i normal- 
ly spout on about old arcade 
machines or copies from my faithful 
Spectrum, this game, Demolition tlflis- 
ftQtt, has actually reminded M( of 
another old crumbly machine by the 
lume of a VIC 20. 

For anybody scratching their htod 
and wonctering what exact ly a VIC 20 
was, it was a large hunk of plastic, 
with the sort of memory that most 
modern day Casio calculators would 
snigger at, and it played the sort of 
g.imi>* that cvould score about 40 per- 
cent in any self-respecting Game Hoy 

review mag, 

Of course, as we all know, games 
don't need twinkling graphics and 
stunning sound to be good, and 
Demohtion l%1mii>n is. in my nol-SO- 
huinble opinion, such an eitample. 

I actually remember this game as 

being called SAysCr^per first time 
round, and DIHi gamepl.ly has 
remained the same, with you piloting 
a biplane that flies from left to right 
across the top of the screen. Of 
course when I say 'piloting' it has to 
be said that all you actually do is 



P D Z O 



boosted by occasional supplies 
which fall from the sky, You can 
also colled grenades which work as 
screen-clearing smart bombs, plus 
missiles that work as, well.,, mis- 
siles re«i II y, 

The game provides no real chal- 
lenge for anyone with half a cat's 
reaction, but that doesn't stop it 
from being intense fun — especial- 
ly as the programmers seem to 
have spent most of their time 
ensuring that the sound effects are 
spot-on, not to mention the way 
that the zombies leave behind a fair 
proportion of the body after being 
killed. Nice! 

You're more likely to die due to 
lack of bullets than the zombies' 
attack, but to be honest, who gives 
a poo when games are this much 
fun? (You are all sick — Harry.). 



OVERALL 
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DEMOLITION 
MISSION 

Express PD r Disk P313 




Demolition MiSiinn... a bloody old 
game! 

now and then. And why should yoi 
want to drop such a destructiu 
device? Well it's quite simple, really — 
otherwise you'll Crash headlong intn 
Due of the many skyscrapers belov 
you. And that hurts. 

Yes, simple Stuff indeed, hut thi 
thing is that after your plane ha 
crossed the Screen, it appears ncH 
time just a bit lower dawn. It's there* 
fare up to yau to clear the screoi 

before you pel low enough to yrt't; 
■my of the aforementioned Steel erec 
tions with your fate. 

This is essentially a test of yourtim 
ino and reactions, but presented in . 

quirky W>ly especially if you rem«m 
her it from the 'good old days'. You'ri 
only allowed one bomb on- screen at . 
time, so if you manage to drop I 
above one of the gaps between thf 
buildings, you have you sit there help 
less, wasting valuable time, while yoi. 
wait for the bomb to drop. 

What can I tell you - - it's simple, if: 
cute, and most of alt, it's a bloody ole 
game! Good tun to be had here. 




BLACK DAWN 

SPECIAL EDITION '94 




OVERALL 
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lack Dawn is a brave game. 
Most of the PD around can 
generally be bunged under 
the headings 'new game built from 
an old idea', or just 'simple copy', 
but what we have here is a rarity 
a PD RPG. At this point it's very 
tempting to just waste word count 
making jokes about PD RPG CPU 
NPCs, or perhaps APs and HPs that 
effect PI,., but, of course, I won't- 
Black Dawn is a first- person -per- 
spective dungeon adventure, with a 
style heavily borrowed from Dun- 
geon Master, and the now familiar 
six-way direction arrows and a win- 
dows-based inventory system. You 
wander around the dungeons, 
opening doors, collecting items and 
money, and, of course, being 
attacked by all manner of nasty 
monster-types. 

You start your quest armed only 
with a little knife and an AJ10 rifle, 
but very soon find trading machines 
(the gamp varies between medieval 
and techno, apparently) where larg- 
er weapons can be purchased, 
along with first aid kits, bigger 
knives and armour. Damage is indi- 
cated by a large vertical bar which, 
unfortunately, goes down a lot 
quicker than it goes up. Additional 
money is left in convenient places 
around the levels — if you consider 
up a monster's 
bottom" to be a 
convenient place, 
that is. 

After a couple 
of plays, Bl.ick 
Dawn appears to 
be too hard to 
enjoy. For the first 
few minutes, you 
just get a chance 
to wander about, 
collecting free 
money and buying 



rKJZDU 

The snooker 
ball devoured 
everything in 
its path. 

yourself some better equipment . But 
then you bump into your first mon- 
ster, who beats you quite crapless. 
The main problem here, is that you 
need to put about thirty bullets into 
each monster, while they only need 
to hit you about five times. This leads 
to lots of 'backing down corridors' 
and other spineless 'running away' 
tactics, just to create enough time to 
do a bit of damage. 

Problem number two is that your 
gun only has about 30 shots, so 
should you be fortunate enough to 
kill something, you then have to tip- 
toe about trying to find the bloody 
gun machine before something tries 
to get 'up you'. On subsequent 
games, you learn to carry about 
seven guns around at all times, but 
that's not really the way to go about 
things, is it? 

So, when all's said and done. 
Black Dawn is an interesting diver- 
sion from the general PD releases, 
but perhaps a few difficulty tweaks 
here and there would have improved 
matters further. 




FATAL MISSION 3 

17 Bit Software, 

Disk 3141 



(NOTE: Having had to sit next to 
H^irry for far too long, this review is 
brought to you courtesy or the Attrill 

school of classic English), 

Where Dmh Mian Mission 
was simple. FMaf Mission 3 
is more simplerer. You ate, 

as indeed you is, the pilot Of a Small 
fighter ship, destined to forever fly 
in a downardsly manner into an 
entrance of tunnesquelar propor- 
tions. Yea! 

As you descend your wingy- 

IwariCjy way upon this hole of doom, 
many and untold fiends do peruse 
upon your co-ordinates, spitting 
Itheir vile and acrid juices, not to 
mention being of a hostiliarilitly 
mood towards your ongoing direc- 
tions. As if, perhaps, this were not 
enough, many and true Star Gates do 

fly toward sly yonder ship of the 
space, and indeed must be thereof 
flown betweeneth if you don't fancy 
loosing one of your crimson shieldly 
items, 

Vou hii v*> a definite and most sure- 
ly amount of these, hereafter 
referred to as 'shields', and can only 
he tauch-ed by thine foul alien 
beings gr the pre-mentioned Star 
Gates a set and most finite number 

of times, before a message of posi- 
tively gamewoodly overness doth 
appear upon yea flatted and glassed 
screen. 

(Er, so basically, you have to fly 
through the star gates, shooting any 
baddies, not getting hit by their 
shots, and er... not dying where pos- 
sible? — Simon) Yea, verily, hey 
nonny, thou doth spoketh thine truth 
me old muckerer. 

It's probably also worth mention- 
ing (in normal English, I think) that 
this disk is entitled Rob's Hot Games 
■S and features Cycles 2 — a light 
bike game. Steward's Enquiry — a 
horse racing game of crapticullar 
scaie (Oir Watch it! — Simon I and a 
strategy game called Sotar Lord's. 
Not a bad package at all. Anyway, 
the score for Fata f Mifi ton 3 it.,. 
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ADDRESSES FOR VOU 
• Cynottic, Offitti 01, New Enter- 
prise Centre, Little Heath Id. Eft., 
Old Church Road, 
Coventry, CVfi 7NB. 
Tel: (0201) 6a 1687 
- Express PD, Magazine £if*iite« 
Centre, 1 1 Newark Street, 
Leicester LEI 5SS 
Tel: (05331 S 59711 

* IT Bit Software, 1*1 Fluor 
Offices, 1/8 Market Street, Wake- 
Weld, Weft Yorkshire WF1 1DHJ 

Tel: {0924] 366982 

• Pathfinder PD, 41 Marion 
Street, Bingley, West Yorkshire 

BD16 4MO. 




PD Drome, Depl THO, 
32 Meadow Terrace, 
Hemnglcm Burn, 
Houghton-le-Sprkng, 
Tyne & Wear DH4 7AF 
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MAY 1993 

ON THE DISKS' Playable demos of Lost 
Vikings, Legend 2, Tbe Ancien r Art of War in 
The Skies Sink or Swim and Super Cauldron 
?lus * complete PO Game' #a (tier's Groove 
WIPPED! Syndicate, Ovvrdrirt, Ff f 7a Stealth 
ffgfffer. Sewer ffW end many more! 
REVIEWED! 01 7 tying Fortran, Shw^j, «nk 
ar SWrm, Ch.impjoniJvp Mtn»f«r J 9J, Nippon 
SerVj and m.vny mmp 1 
TtPHD! Pla yers* guide to tody Blow! and 
Vic* Faldo'i Gnlf. more on KGB and (ffl 1 ! 
'nm.iro G jjtif plus the start of a massive 
vfijior Engine guide.' 
PLUS! Alirn SrrrdJ drwinpniiTt diary 

ttarts! And — Exposed! Mow the mass media 

covers lumpud'r qjmn 

JUNE 1993 

3N THE DISKS I Blaster) A specialty written 
'ull game for The One, plus a playable demo 
of Nippon Safer and two complete PD 
games: Alien Bash and Tractor Beam 
DIPPED" Bubba n' Stin, Realms of Darkness, 
nnocfnt Until Caught. Maelstrom and many 
more! 

■(VIEWED! Goad, Super Cauldron, Ancient 
Art oi War in th m Skies, Legend 2, The Lose 
-ifciogi and many more! 
TIPPED! Players' guide to L'onhaert and 
Chuck floe* 2 plus, ths completion of the 
iolhitlons to KGB and Cliff OS Fntjfnr ' 

PLUS! Plus «« tell you how to gat into the 

,ottw.ir<* industry! 

JULY 1993 

3N THE DISKS I Playable demos of Cannon 

fodder. Global Gladiators and FT Challenge 

plus a complete PD game. Baidyi 

DIPPED! Jurassic Park. The Settler v irdrcruif, 

;imon The jorrernr, Hrj-oQurtf 2 and 

many mere! 

REVIEWED! if har 2, War in The Quit. Dun* 2, 

Gunsnia 2000, Syndicate and many more! 

TIPPED! Complete players' guide to Arabian 

tights. Beavers and SI? plus the start of an 

tbandoncd Places 2 solution I 

5 LUS! Thalion Interviewed! 

SEPTEMBER 1993 

3N THE DISKS! Playable demos of Overdrive. 

iubba 'n' Stir. F1 17* Stealth Fighter. Deep 

ZQte and Suburban fginm.inrin 1 

WIPPED! t.iif At iron Hem, Micm machines, 
Hired Chicken, Theatre of Death, fee* C 
ItitrOy. Oscar and many more! 
REVIEWED' Soccer Kid, Hired Suns, Diggers 
'remj'er Manager 2, Vol Jot, Blob, The 
'atririan and many more! 
"PPED! Complete players' guide to 
':/ndirair and War in the Suit, a complete 
. -ide to Transarctiea and the start of the 
lAar j solution, the ongoing Abandoned 
'facet 2 and World of Legends sagas 
ui CD 31: Morr Into! 

MOBER T993 

■jH THE DISKS I Playable demos of Space 
- -i.i St. Alfred Chicken, and Burning Rubber'. 
DIPPED! Mortal JComfeat, Elfmania, 
• alut'on. Wonder Dog, Fl and many moral 
REVIEWED I Spare Huik, Jurassic Park, 
Ivmrkill, Mrzrc Machines. Alfred Chicken. 
Uattar. Disposable Hero, Burning Rubber 
rl m joy more! 

"PPED I Complete player i' guide to Diggers, 
teaitlord. Wibble World Giddy . The 
itrman Goal), and more of the ishar 2 and 
tfarld of Legend solutions! 



As a person of discerning taste, you are no doubt a. regular 
reader of The One, the publication we like to think is 
Britain's biggest and best Amiga games magazine, but that s 
because we write it. However, there may be embarrassing 
gaps in your collection, which is always, errn, really embar- 
rassing. Maybe you didn't start reading The One until recent- 
ly, perhaps you have just learned to read, or maybe your 
newsagent simply ran out of stock — in which case, why 
didn't you place an order? 

Whatever the reason, here's your chance to fill those gap- 
ing voids in your compendium of excellence. On this page 
you'll find listed alJ available issues of The One, stretching 
bach to the dawn of time (well last year, anyway), complete 
with a summary of their contents- But remember: every issue 
has actually got loads more stuff in it than we've listed here. 

To order, just fill in the coupon below, write out a cheque 
or Postal Order for the required amount and send it to: The 
One Back Issues Dept., Tower Publishing, Sovereign Place, 
Lathkill St., Market Harborough LE16 9EF- And that's it! 
Remember: it's easier if you buy the issues in the first place. 



NOVEM&Efc 199J 

ON THE DISKS! J disks again, featuring a 
playable demo of Undium 2, Hero Quest 2, 
and Seek and Destroy, along with two com- 
plete PP GlittH! 

WIPPED! Body Blows G*t*<tit, Kingt Quest 
VI. Flatly, Rise of the Robots, Seventh Sword 
Of Mendor and many morel 
REVIEWEO! Brutal Sports Football, Cardiaxn, 
Don*, frontier; th'tv 2, Qwak and many, 

mjny marr ' 

TIPPED! Hired duns {Part 1 ; Alfred Cnielien 
(Part 1) guide to Space Hulk (Part 1) Ishar 2 
(Part 3) and many more! 
PLUS I The Programmers talk to us! DMA Talk 
to ui. Find out how we make The On*. 

DECEMBER 1*43 — SOLD OUT T 

JANUARY 1494 

ON THE DISKS! Galactic: The Xmas Remix — a 

complete game from Stavros Fesoulas — plus 

a demo of loot 2 and a complete Al ZOD-only 

PD game! 

WIPPED! Universe. Coot Spot. Dermis S, 

Gnasher and Heimdatl 2 Part 2! 



REVIEWED! Mortal Kombat. loot 2, Tt. 
Microcosm, Bubba 'n' Strw and loads mora. 
T1PWDI Players' guides to Body Blow* 
Galactic, Combat Air Patrol, Jurassic: Park 
and bundles mare! 

PLUS! The Programmers of Liberation speak! 
M»iivi preview of the games scheduled for 
rileata in 14M. 

FEBRUARY TBS* — SOLD OUT' 

MARCH 1994 

DM THE DlSKSr Playable demos of 
Benefactor, Ork Attack, Pollymorph and 
Championship Manager Italia plus a 
complete PD Game Premw PfCf ! 

WIPflDI Bump "«' Bum, Armour-Gtriidnrr 2 

Hugo Troll and Guardian! 

REVIEWED! Puuosy. Champ. Manager Italia. 

Super Metnart* trotherr, s*rk A Destroy, 

Batman Keturns, The Ryder Cup and tons 

and tons mora! 

TIPPED! Star Trek (part 2), The Labyrinth of 

Time and Simon the iorceror' 

PLUS) Soccer spectacular; Our entente** 

round-up of soccer gamai tor the Amiga- 




THE ONE BACK ISSUES OFFER! 

Please send me the following back issue(s) of The Oft*: 

H^HItii + ii+i-i II -■ rllf-lt*lftll*IP - \af ma\3 IH I tVjf <. i ■■^^■■■■■■■a 

I enclose a cheque/po$tal order made payable to Emap Images ltd far i.., ....... 

(Rates per magazine: UK — £4,95; Europe — £5.95; Overseas — £7.95). 

Name,, ..„ „ 

Addresi. „ „ , i 



APHIL 19^4 

ON THE DISKS! Playable deiMO* %* WelmaMTel t 

•Tump 'n Burn plut two (DmpJ.l. F* game* 

Paratfarii and Coo kit! 

WIPPED! Banshee. Flight of lb* Aputat** 

Queen, Kuf# of Speed ana club fanttaal — 

The Manager '. 

REVIEWED! Darkmere. Hit may 

United Premier League Chaampiemi, 

McttlontStatlit. Heimdatl 2. 

Squeak, Legacy or* SoraaJI i 

TIPPED! The Settlers. SraraWt. RMM anal 

many more! 

PLUS! We talk to a Software Pirate! 

MAY 1444 

ON THE DISKS1 3 disks yet again 1 PWpaM* 

riroioi Of Puggi/, Croc* .1* IBf Mute* MaJ 
S.mi*i« (A1 lOQ only], phat ftp* (HPaTrf*** f* 
gaoiei. OUCH and Snudge! 
WIPPED! ImpoiMblr- M,M,an 2B2S Hard**** 

Mr Ntagoo etc. etc. 

HEVIEWeO! K 240, Apccalyaum, Tmtat Carnage 

Armerur-Geddott 2, Arcade Pwwl, ttamVe 

Master 2 and... oooh toads atn! 

TIPPED! Innocent Until Caugh t . C aa ap aJajn 2 

and much, much more! 

PLUS! The Sensible Soccer Fancy Feotfaell 

League and we preview lieb li new pro* 

gramme with games in it. The met 

JUNE 1444 

ON THE DISKS' Playable demos of Armour- 
Geddon II. Gulp, Touch 'ti ' Go. Hat two fan- 
tastic complete PD euimei, Kung Fu fJtarUat 
.ind Digger] 
WIPPED! Oragnnstane Mic*-.nf J, AWf « 

Tumble, Super Sttrdtttt end m«ny aearal 
REVIEWED! flfm^nia, ^-Jluiil-, Pmi>rtiif 
Sierra ScKTer, Traps' 'ft' Treasawmtm. Bmmp V 
Burn and many more! 

TIPPED! Players' guide to Dar tum tre, phte a 
complete solution to ■eneafA a ffeei Sky. 

and part 3 of our Goblini 3 im4*i*t*,n 

PL US! Thr Sensible Soccer Finty F#Otehell 

Lcjqur and the exhaustive guide to ECTS. 

JULY 1494 

ON THE DISKS! Playable demos of tonsibie 

Soccer international 1 edition, tamptre i<Ki*r 

Qui it dud Out TO tunch! 

wiPPED! FIFA Soccer, Kid Vicious, rap Gear 2. 

Wild Cup, Psycho Pinball and many mora I 

REVIEWED I Out To Lunch, tansheo. Crash 

Dummies, Imposiihle Mission 2B2S, teuik aatm) 

literally 'some' more! 

TIPPED! K2*0, Armour-eidoeA 1. Iirrlnitir 

United PLC, Perihelion and hgaej neeee! 

PLUS! The Sensible Soccer Fancy Fastball 

League and our f antaaek p e t t s a 1 h u t e i y of 

the Amiga, with picture*, 

thing. Honest. 



till* 



„,„„„.„,„ Pastcode... 

Ple44« allow 2i days for orders to be fulfiled upon receipt of request. All orders art subject to 
■iv liability — all tnJn shown are available at the time <H the Issue going to pr**i, {encept those 
marked li sold out — obviously! I 



■ 



AUGUST 1 944 

DN THE DISKS! Fabby ptayabee < 

Chaos, Wild Cup. Vital Light 

klirwjly good Drelmst 

WIPPED I Simon The bmnr 2, Neva Storm, 

Dawn Patrol and many morel 

REVIEWED I Kid Chaos, Muff V TumbU. ***** 

Sguad, Bumtime. Wild Clap, VHai Uayht and 

figuratively 'bags' more! 

TIPPED! James Pond 1, Benarottmr. the con- 

rluriing p*rt of our complete solution to 

Sob/ini 3 md tons more! 

Pi UV The Fancy Football Loaewol Liar*! - 

we name the duff games the avftree tried to 

sell by telling whoppers I Ptw* €reat 

Programming Tricks of our Time ! 




Software 
Expressions 

■ introducing some of the best public domain & shareware 



Introducing some of the best public 

disks available lor the Amiga today. Go en ...eipress yourself! 



disks «i* compatible for 
A5OO/A30O+, AflOO. A12D0, *Kf*pt (N) 
which indicate* not (ompntible tor 1 200 



U001 
UD1C 
JOE 

U092 

mi 

U123 
U12E 
U130 
U134 
U136 



UTILITIES 



A"G«n« 41 meg) T-ace your ancestors 

,.BH)iiiy1rini5(1ir*g) Chun your Mings 

..Business Cart Maker. Smple. Hut useJul 

. Cartoon Bushes ..iutsoflamrsis charade's 

.-Database Master Cofflpmensive AMDS daiabia 

,.K) Tester ... How thick are you7 

...Ml 0(1 Art ... . Roger Won* it D P*nt 

...label Designer „ - Various label printers 

.Ami Cash Best acconnls package around 



AmilaseP'ol . Excellent dgtaw 

UUO ..TexlEngme EuMliflm wort pnocwsor 

UU2 ... Super Fonts Lots o( Super fwns 

U1S2 ... Ft Task Emulates IBM t PC programs 

U153... .FiiH-rti. ten sounds 

U1M DfD Bsginners ward pnacessor 

U160.. .Delue Pint Tutor Enhance your knowledge ol Ibis 

WW.. ..World Wlabarn... „ Creales naps af 1h* work) 

W6S A-gopn JGnjtfit bar graphs 

U1TS T«SI plus VERSION 4.. rxcellentword processc- 

U17&. ...(2Discs)AnaliDcALG .$ Discs) Beslsp-teadsheet available 

U1T9 CalsieuaSe Work oof your own calorie intaie 

U19D SCSt Mains Syllabus taughl dii* 

U185 ....Astronomy .. Calculates positions of planets 

U190 ...Shade* demo maker Creale your own demo 

IHJ4 .... Total corctols Lean* about dinosaurs 

LK04 Hace Rater >,H\ Far horse racing ^formation 

U206 .... ABC Ad^-entjrE Crearlof iNj Croats your own adventure pames 

IJ2IC Pocte Pools Version 2 Work out your winnings 

tiJll.....Trai«flgLrjg... - - Keeping M 

U212 BaaTalk .MHsevnConrnonbackComptwls 

(JJ17 ,. ..Maslie Naligk. ,. ..Goltaor* recorder 

U2»„,.laVKiisU*als ..Lata Printer 

U231 . ..Audio Animation Studio - Crease Cartoons 

U232 . ...Cheque Book Account «eep tats on your e*iwndhuie 

U233 FjinhMfsKfl Check your Amiga System 

U23S Word Power Sofve crosswords 4 anagrams 

IJ237 ..Stock Analyst - .Archies ihe sham irertat 

D238 font Fan Variations o< fonts awaale 

L239 Dunks DTP - .Desktop Pubftslwg \v Kds 

UMfl . Little Office -Word Prcccessof, Database i Spreadsheet 

IB41 .....Wiremaksr .... Dacatasefor wine ertrjsafls 

^42,,.. Budgets. 1.3e Accouofe Manager 

U243 D-Sotve Criissw(K8-fflmphjte*ah two crosswords 

US44 „ ..Colour The Alphabet.. Fducalicial spelling gaoie 

U2*4 ,. ..Lockpic Y2.0 _ . Ungwer copy lacilibes 

U2« ,.FWoKickV1.+ Latest Curator lor A1 200 

U251 ..PrwaC Electraid Circuit design drawng program 

U252. ..Dwlends Winner Work out wmningiiriK 

U2S3 ....Assassins Graphic ohHies comptttiof. Enhance your Amiga 




M58. 

CATS. 

0149. 

D166. 

0177 

D27I. 

D27o 

DZ8H. 

D2S2 

D297 

D31?. 

0313 



M039 
MD62 
M1Q2. 
M104 
Ml 5D. 
1*151. 
iJ244. 
U2i3. 
U»2. 



GODS. 

G010 

G011 

GOH 

G019. 

GQ21. 

GG23 

wa. 

(SOU . 
G047. 
GOGS 

ens 

6071. 

GD8G. 

G1Q2. 

6109. 

G124. 

G14S 

GU9 

G15J 

G155 

61 57 

G1BS 

61 66 

6170 

6171 

G175 

G176 

GtM 

G-97 

C204 

mi 

G20B 
G20& 
G214 
6215 
621? 



Enterprise leaving dock 
..Girls c4 sport 

The Run (1 meg( 

..Star Tit* Aflimaliors...- 

StarTr** Animations.... 
..Odyssey |S Ss»s)(W|. . 

.Desert Storm 

..Jesus on "E's" [l disks) 

.H)<n to skin a he 

...Calendar Girls 

...Rave Vision... 

,. Techno Warrior 



. Hugo's tccEotrajl 

. Random Access IN| 
No Limits |2 0«Sks) 
.CyoBrne* 

..Doop _ 

..Hotirf 



... F^rrwus ammatiim 

Prettyshote at taJemed girls 

? etitr s cav-chase nimaiien food 

limns ol UK Enterprise 

ngatron rw.17 More lite mw- Good 

Excellent space acwitur* aninalion 

,. Intormatan on Gulf War 

(M) . EweHerd rave music 

Arnusmg dene 

: OfSnO* 

toe muse I Graohcs 
More of the sarm 



Nine house mistes 

Four songs ncluc>ng toi 01 Noise 

Quality music cumpiHiwi 

ExEElleot mosic ccflipilalicn 

Classic by ihe Seat Masler 

Wore catchy hjnes 

..Sounrj Tracker Samples (4 Dstsl 100s- ol sounds tar sampling 

..Sound EWects Ditfefem santplts tor music iratong 

..House Santpes Dftims 1 Synttiasisers eic. 



USMnte 



...All New Star Treh^offiiesrzntfiksi.TISSFniarprisB classic. Bestow 

, tkeakout Classic bat i ball game 

.Jtanf _.... HOFttWltal shooi-'em-up. High quality 

. Adiceiitjre Sc4U!ions f! disitsi ..Loads ol hints of wmmeraal games 

[iungeciDetrtf(2disks) Dilicult adwnture quest 

Damnliton Itesion n T«gj Sniilar :o Balloonacy, good !un 

Electronic Train Set (1 megj .Construct own train set 

..Learn and Pay t Good for ihe kids. Blackboard mahs ere 

Learn 4 P?. 2 More fun lor it* tods 

Lettrix (N| .„ ... Tetns game mucking letters 
Mark-hen .Brilliant snoot-em-up 
Pixie Kmcdnm (2 disks ..Trcky adwilure game Gocd 
.Return 10 Eartn (1 meg) .S(fl« aflvewun 



V.'o'.'iec Dm 
..Simulation 1 (i irng) ,., 

,Wh«lr>1 Fortune.. 

..Napoleonic Warfare 

.Card Shop 

. Riphtfls Re^eige 

'jrovnn 

M-ssion X ... 

Ouwirin 

.SlOjyland2iN. 

Stipe) Stoda Chailer>)( , 

AmosGrikel 

TopSecrat 

.WiiuWall - 

.WineKmghJ 

..TankAltatt(Ni 

...All flounder (Ni .. . 
...SLuer League Mamgir. 
. Flagcat^her . 
. Gr^nrJ Fnx 'Simulator ... 
...Games Galons Ten (N 1 . 
.. Parachute Jouri 
...BatdEments ... 
.ActutWar.. 



Goed genaal buwdedge ou>! 

RecoTTerded S games nclucmg Metro 
..TVOusi.comouteruHd 
Hign-oLi ij> simulation 

Wet presented card garres 

...DifiLJllDial'imaowtuii 
...Destroy an expanding brain 

Quality shoot-'em-up 

Difiicoltpuaiegair* 

..Create a childrens adventuit 
Car racing game 

.. ..Dualrtyptanormgame 

MEW Wizard shoocing game 

NEW Excellent shout'em up game 

... ... Wortrj War 2 Sirr.jlahon 

"■ickeistmuiniDngame 
Manage your own Soccar team 
....-find Ihe llags Very addicbw 

............... BbI *" ! l 

14eKe«en1ganis 

Try £ catch a Cd'achutt 

._ Huncnbjck gar* 

..EJeeHert stagy um 



G21B .. Rrxjwtte- .Sasiro'Classe 



6219 ...Spaa Rescue... .. -Guide Soaseshipl 

G220 ...auh Attack (NI ASO Wrrwie t anmber 

G22i Revengeof the nMitam camel ~ - Sboobng game 

GJ22 ... Neighoc'jrs advemut (2 discs! Brine- Paul Robinson lowiurt 

G223 .....Wizard Wars .. Graphcs Adventure 

G224,. .Slrsogic Games 3 excellent games 

G225... .Adtlams family QuiJ 6ui! on cult TV programme 

G226 Dual 2 player shorting game 

ttZl Assassins 2* i'N i 4 games incLdirg 30 Maa 

62311 .Assassws 27 (ff| Md-cr.r« cart owes 

6231 ..Assassins 28 (Hi These indue* Dr.Miriu. Irwaders 2 S Mad Borrter 2 

Assassins 37 >M GlHJSt Ship ClaBns etc 

..Assassins 38 (N| 1 on t baldy & iranspail 

Tei re p Excelled Tetrstkjne 

...legend 01 Lohi-i .Version 1.92. Adventure 

... Iron Clads (2 disks}... ■ ..Graphic advienture 

Qun Masier .... G'- i v»hn:h includes Ednor 

Assassins 40 {N)„., ,..10PuJ»GarrHS 

. teassntstt ill) includes 3 tames 

. Ailanis focdenl Adrvemurt Games 

6252 ... .Bombjacky .. Rescue ihe dying planet 

G255 ... .Arrws Games 5 Gam* ncludmn, Glassbeck 

.StjuMiall Hanagemar^ game ol US looftall.Tyoe Sport 

Bslayer Shareware game. Brand New' 

Top Of The Uagu* Addictive iMtba- management game 

Blot! Shwremup 

SECtor 1 EvcellEntDaffli 

Micro Market Stock exchange game 

StribEtf .... .Ames wrier. haselMtl type game 

The Funhojse .. 3 games including Eoigma 

. 1 1th Hole (2 disks) Excellem gotting game 

Gush. Veiy similar to oipelir* 

2aty«iv (2 dSW) Space shoot err. up 

Hasia Bike . Oackgammon 4 Dungeon Hipper 

toed Runwr, Monaco . Patience card game 

63tg Miga Race And Wacky Rabb* ...CDmpiatinn 

G324 PsycJw Santa .Waogte your joystick with Bus festwe disk 

G325 ... .Msm Hen OlyrmjiCS (2dislts|ti(C«t*rrt gam* lor disks as renewed 

w Amiga Coircutinc; 

G32S. .WbCle World Gktrjy... Seaty good platform pame 

G327 Tetris Pro - Telns game -tf h (xcec^inrdl ■mtams 

G32o Calculus Combat V G«d missile command type jame 



G240 
G241 
G243 
G244 
G2^£ 
G247 
6248 
G2« 
6250 



G2M. 
G257.. 
G299.. 
6300. 
6301 . 
G302. 

GSM 

G3d7 
S30J 

6310. 
G312.. 
6316 . 



6330. ..Friday 13th 

G331 Jipsa* <2 disks) .. 

G335 . ...ffflWI *t Space .. 

G334 ...CraiySue! 

G335,.Wotitsname(N).. 
6336 Fortress 



. Pretty Gruesome Plattarm Game 

.Punle Game 

... Cjiesy little space ■jeimi game 

Papular plattomn game 

Children's spelling quir 

Encelient demo game 



A 1200 ONLY 



U236. Swkss Nigflls . 

D2S5 Fairtght . 

D2K... .No point Of S*i 

G2S9, Revelations .. 
D289.. .Stare Of An 



..Compilalion (H A1200 otunies 

23 men *' flhjphks on one disk 

Siinnmp French oernp 

Pkote realistic slideshow 
...Famoosqoalilydemu 



D290. ..Raving Mad Me . High syahty muse videa 

D291. ..Lethal Eicfl Stunning demo 

D294 AGASwmswis (5 disksJtFT25« cciour pictures use*i1h DPaint Etc 

D3W Teatnolrackli More ravE music 

DM1 . ,R*1ina Excellent Vector <ilm demo 

0305 Uiopia JllZWsSdsshrwr 

D31D ....Nigel Maitsall - A6A side show 

G32 ' AGA Klondike i3 drsltsi Excellent pat*™ card game 

6322 GkjefTdns Tetris clone 

G323 UCkss .... BfAant chess game 



10 for £5*50 
or 60p each 




75p each 

D* toll* of over IIOO 
dl>k» ll> aur library 



UK orders : 75p 
Europe: £1.50 
World : £3.00 



PD....£1.25perdisk 
£1.00 each for 15 to 24 
90p each for 25 or more 



Send 1 cheque/postal order made payable to : 

SOFTWARE EXPRESSIONS, 

Unit 4 F 117 Kennington Avenue, Bishopston, 

Bristol BS7 9EX 

9am-5pm Mon to Fri 





turn 6 - Thesa lieeneewore 

disks included: tutorials, 

reviews t programming 

language lips £3,00. All back 

i ssuei available for £2,50 



DOWNGRADE YOUR 

A 1200 AND/OR A600 
TO WORKBENCH 1.4 
YOU CAN NOW RUN 
ALL OUR SOFTWARE 



■Mltli"l ■ It 



Z^l- 



aja^baaaaaaWd-*- 




NEW I CD 32 EXPANSION MODULE 

* WtWWm MM m & CD-ROM DRIVE FOR ARnn/i?nn 



H:H=iim 



L**a©< 



SWTWMt P.C* 



W*xn you Oiiy your Amiga com- 
' pulBF 1rom Silirj it en,- arj«riisic 
pncsB. 1V8 mil }«* y6u ana or rnnr* 
a*» grUs Tht o 1ti ncludd Big new 
' Chaos ait* inhinMd AGA nersion 1c 
1 206 nd AADOD. GFA Basic 1 Photon 
' Paint II. Chuck imis >a to i*e wHich flirts 
r.r,n\* lyitn aach Amlpi r-om £au 



CHAOS ENGINE ,, 

•SYNDICATE , , , ,.„ M 

PlfVBALL FANTASIES ... 

MCK FALDO'S CHAMPIONSHIP GOLF 

CHAOS PACK: 
GFA BASIC /3.S - Pc**rtul Bmh, PHmramnura Longjage .. 
PHOTON PAINT 1 1 - Pwmrtji GfHphes PvrBftj Psekao* , .. 

TOTAL VALUE: 




Mi' MllMi 



n:i=« rr: 



i T r=igii .*. i refiW=i j :-ra m * ki *■: 



3S 



SPS'DTAOUJLAIi yoYA&Z 




AMIGA 4000 

SPECIFICATIONS 




AMIGA 4000 

CONFIGURATIONS 



IfcnfailKO&MECniiuUPfKi 
w RAM. 2 m* ham dim wiw 



< TE*H DO 5ITF.AT HflUF WaRniATV 



fw f ixuvgrr m uk jumamd 



OF 

TIM *4fl» CODFC fun* * t*Mt a MH 
ruin Dun ttu imH al n Ajvx 

GRAPUCS.: 

HHUi 

• wninKK 
jp-o-atsu 




OPEN AHCHTTECTTJFtE: 

~i ' imf -i i tin miUr M 1; . j 

"^ T*** I*" 



• hiwornnpisuiii 

HFHTaflra 

• 1*«VH0&OT 
POWER: 

a i nta a- n£Fnr ami 



h aaa 

hm 3*fea <P-h» u> bacwl. It uj 
li*y w ufl u rud ind wnHd ind 
™»n»» Deaiinwl Bn rt Mmi pur no 
mi «rani FUM wkih an oijo 
mu* knni- Sic* D» B 4umjnt 
BattujlBM) r th ran* MM* Cll 
** iwidi pnew 

AMI HPTWAAt HCl-UKV 
Dunn Pawrt IV ABA uwwth m ft 
WDfifWDrtH TI Agut worm t1H t» 

nam nm Hunts* 

Hot HHdWaitti uKfon QMt 

TOTJU, VUME; BW.tT 



25mhz 68030EC 

DESKTOP 

4SiV, 214 



Uh PflftV 



INGIumK. VAT-AMBUIS 



*a.oiii Lafrfffiiar*™ 
*hl»&i ngina &Kia 

Abes;! 



B1J* 

CMt 



P4.H 



AHJMB1 UWwm Bah awn £21. M 

HffSM add film 



1 F,lll aUKH W UIIU. IUI L 
autre hhd ntii-i WE iviumE 
. fob eg* call rem a Haa Lart 



s2-err power 

TIN imtM Inl CD-ROU law* Id 
M 32-M MennHm ^ i lut« tun i 

2M HAM 

CO Quality stereo sound 

1fi £ iWLUOh CO.OUR PALETTE 

6AMES PROM BELOW £SC 

PLLH3S INTO A TV OR MONITOfl 

PlAtSWJSICCDj 

OLMi SPEED 

Tmwi AH ItneiCMH ttHutt 

3ikiiiyCtMKM«ttiM 



11 BUTTON COtfTROL PAD 

compatible wth 3 cdtv tttles 
fuusc«eehv»oeck;ij 

'Dploiil plIij i-U'i fiyAufi - ftvjiiilsle 
Hcv 1M jIcwj. ^nu Id #ibch lirni on 
T< CD32 ■ c.anDi:tl» * in nil li-<sl 
V-Uto-CD m-dirt inda-HD Dr JVC. 
Mnlluf-Mn. P-illfli mD Soif 
CO-i LWEAR COMPATIBLE 
WHnptBiiFMVfteilud.irtiiiirCCM 



2 FREE CD TITLES 
WWCOSM CHtosfflfflNE f" 

AtuS HHJJ 910CW LAST 
BANQEROJS STREETS MCJH 
HN9»tMHi«CA wwfflS. L 



132 



* * FRFr 

coriTLti 



WC WT ■ CC& 3JW 



CABLf 



COLOUR MONITOR 

FOR ALL AMIGAS 

fJlfF 

PHILIPS 
BB3JMI.1I 
- A2mtt. tht »ifct. lc fctu- sunn 
I EJK-MIH dJIS^ihv BfmuIo- 11,'>-j 

■ nut* ree mtfti m #» &"i»i»i »no 

MllUiE3;i»!l l-JtUKMBKiOi! 
^alrnul Lmlmft EMSOSntlKV 

'rt*F->i.fairS«*li ~ — — : ' 

SnaMrjH Cmliisl '■' - • 

HHtBHU SMI 

■ SlKM &]HU)Mttl \X.£. I 5f 

htad|4Kn« SdcMI [ K-ii. MEi^i 



COLOUR MONITOR 3» H HARD DRIVElAMIGA 1200 PACKS 



FOR ALL AMIGAS 




FORA12O0 

I HH»MAI T.fHORI'.'E 31 



RAM UPGRADED 

CALL FOB PMlCES 




C' APPROVED 

54c* wt- * Any lulxHMad Hi*qa 
JflaJir Wi sk-i -jpgrinfl Amaja AOC 
or laCOs wih luuri dr1i*4i tor rtp» a 
aKsli-ig OMWt. wtHi4uC Hll-tdnD 
ConwirtoW) i>flfe»sl an in ■ 
wiiranr V/« «N»i emr (nradH 
*nd i«Mlr **nx« to AiOO m 
A50dn^» esmpmor, 
UPGRADES A REPAIRS 

La MM t ■■ r #4uAHfHrtr 

1W ivaiiM*! 1 r^imcujv 

i.dOOa ri pdiTS in tiock 

FAST. 4i Ttiuir **i-vfc* 

rK* ran hj*pC ff J » HI r, 

FREE farLAt?.:v'i.r.wi' 

A* "D* gumiiBid 

CALL FLTH Jl JWilCf LiST 



TV/MONITOR 

FOR All 



luAw 




• la/ftnxflEmliikr&ai-li'lkiii^ 

- Ire HUB Suit SoUac fn» ji* *m trngis 
HiaPadmrninamoiOl 

■ — T~rr- nrmn Mm rfh»vi* M a 
. OflWim* ^.ijti ji 

FUlhtUctFrtm , w ;,„ (| ANLaAar 

WDanid 

Prajnmnt Mnw) 

• FAfF *Ji*B> S«1 
iliNi J :orSrtu 



1169 



IPEAXFItS S CAILE 
MR TC THF AMIGA 
HICBOVlTEC llll MONITOR 

. IJjj no i(»i . nil DHitabi 

i s jmn rti"! F«bk^_ 

, r „ rtlHM . ::: , .■:.,-. , 



[£299] 



CD-ROM DRIVE 




+ HARD DRIVE 

OPTIONS 

COMPUTER COMBAT 




^ 



< Ptua-i 11 Eilamal 3U' Hani Dim 

• 170. 250 and ilOto Yaruons 

• I^job into PCMCIA Part 

• Altam Data Trtmlir M Iwiea m« 
spaad [rfar rrlarn* dnva 

4 Cdt b* uaad u i#coflil ttwa hjr 
irvrna stDng* capaoty 



rrrTTn " F*aW» * pa"aWa torana una 




CDS « » a«a CO OCiw Dnv. h> b_ *inn 
Pvo* ■ i-*i> na Pti*2 ia surf - *dw 
*Tp MM " ft pq^l cap wP Da mad 
(•"-w UMn dt»i Dun Smm Ckm 
OaabCDtlZ IBOM«(Ft:i Aii« mf 
-fa iiakiCdi 
miMta ;db anuwi «ynnv. R.LB' 

MfMnV* U play AiiOo- CQi ind UIm 
Iton^l l^>* EO» 
4na« nlL^la^K 






£199 



fitytad m irwlcti Ajnoaj 1 H» 
• FREE AtU. Scft-an . CIVUISATICIU 

Wananly 

FREE DEUVERY IN 

UK MAINLAND 



170s 


£269 

•CWTHWISIf 


250 ss 


£289 

km i imrifi 


340 s 


£329 

nCvi' HM1U 



a»* iuh; 



FflFF DELIVERY 
IN UK MAINLAND 

PACK H3JJOES 



' Traamu 



'StaTojUld 



■- 4' K:*IE AAaRAk 1, 
CO** CKM TCM 



FREE OELfttni' 
l« UK MAINLAND 

PACK aCUJCES 



HAM W CHAM 



2'^ 0$ £999 



2z» 127if 4QQ 



%200i£529 
2^34gi£699 



i. 



bF^Bn * mnHnrtt-FiH u 
PhLjmi ^ d*v dV day Fuarw 

ISa« tee LaFtl 
COWP1FTER COMBAT 



^.JD>£349 



%--S?s-£549 



2h2S?^€579 



2^340i£74g 



AaaitA 1M aPKVKttniMS 

Ea»I <-«««• Himfeibaf 
j? a' ■.•«»!«. h* i*« ua 
• ln V »t.i;,bi^Mi l uit. 

U>i.MII«i-[»^ 

p i.«-tat*u.'«iaiE«w$>T 

a rttDllapiCrtiH 

- ■ im\H0rH —i Haw BiaH 



HARD IBHIVH CIPTIDHS 

• mmrriHni 

• IkBdBarTVflABaannaairi^paMd.A^iat 

■aHaiaBiina 
■ ^taint i H i ii rnaj Hia(t-iJa aan>ajr 

• Latpargpua Wu jtma ifcn- 




THE SILICA SERVICE 



Before you 

lft Buy yi*a- naa* EOmpUlBf, 
aw i ipgeal «u H-anti vaiy 
caraUy abm.t WHERE 
y«u buy II. ^HTsidw iMw 11 
WH DO MM£ law rnomhaatar 
VOu IBM mada your purlWH. 
*H>wi you may 'Bquim additanal penphernat w 
9CAh«i« at hBtfi and nrtw* Afd, wfl the ampamy ^ 
luy torn (urtncl you w* detaat a( haw pnrticftT A* 
Snic-a uta rauifi tut you ini hvw nofifeig to wony 
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RECOMMENDED 

i 

Goldilocks crept downstairs and tip-toed into the kitchen. On the table stood three 
bowls of steaming porridge. He removed the blond wig he always wore in bed and pol- 
ished his spectacles on the hem of his gingham pinafore. 'Matty Bear, you pig, I've found 
one of your dirty beard hairs in this lovely Putty Squad oat-mix/ Tetchily, he eyed the 
second bowl. 'Andy Bear, there's some horrid bits of Welsh in this helping of Kid Chaos! 
Can't you keep your filthy habits to yourself?' Goldilocks regarded the third bowl suspi- 
ciously. He picked up a spoon and scooped the tiniest dollop onto its silver rim. 
'Mmmm,' he exclaimed, J this Ruff J N r Tumble is scrummy' and he licked the bowl clean. 
When the three bears came down to breakfast they noticed at once that someone had 
'eaten their porridge', so they decided to skip brekky and go straight to the pub, which 
happily, was crammed full of beer, nuts, tortilla chips and the finest speciality sausages! 

Brutal Sports Football 



happily 

Alien Breed 2 



Publisher: 
Issue Reviewed: 
Memory: 

Price: 



Team 17 
December 1993 
1Mb 
£26.99 



88% 



Team 17 return lo familiar territory with this, the sequel 
to the game that first established the company aft one 
<if Britain' 5 leading Amiga developers. It's mors of the 
same G.iuntlet-esque bug -hunting action basically, but 
bigger, busier and blastier. Borne have complained It's 
too easy, though... 




Publisher: 


Millennium 


Issue Reviewed: 


November 1683 


Memory: 


1Mb 


Price: 


£25 99 



h's been a long lime since Speedball 2 set the pace in 
fantasy sports game*, and while Brutal Sports Football 

doesn't quite make tha Bitmap game obsolete it's a 
worthy companion piece. It's extremely violent, with 
spurts of blood flying everywhere and even the 
occasional decapitation. You have been warned.- 



Banshee 




Publisher: 


Core 


Issue Reviewed: 


July 1 994 


Memory: 


2Mb 


Price 


£29. S3 



89°/c 



Banshee is a roller-coaster ride 10 hell, In a buzz-bird 
called Banshee. T*st your trigger finger and powers of 
concentration in a ToralToraMastic one- or two-player 

flight of fantasy and or... blowing things to kingdom 
come. It's great fun, basically. 



Beneath a Steel Sky 




91 



% 



Bubba 'n' Stix 





'J .-1 

BE^ \B J 


10. » 




— ~*' ^i 


yp 



Publisher: 
Issue Reviewed: 
Memory: 
Pries: 



Core Design 
January 1994 
1Mb 
£25,99 



Another platform game from Core Design? Surely not! 
We shouldn't moan, though, especially If they're as well 
designed as Bubba n 1 Slln- Yes. it's a bit short, but H'S 
beautifully programmed, the graphics have a vividness 
not often seen on the Amiga and there's a brilliant vein 
of humour running through It all- Fantastic Huff, when 
all's said and done. 



Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Virgin Interactive 
November 1993 
1Mb 
£29 99 



93% 



QA0/ Bunip ' N ' Bum 



Revolution's latest has been produced in collaboration 

with comic artist Dave -Gibbons, and it ever there was a 

match made in heaven, then this is It. The result is a 
stunning graphic adventure which might lack humour 
compared to Monkey Island — but more than competes 

in every other department, 

Body Blows Galactic 

Publisher: 
Team 17 




87% 



91% 



Issue Reviewed: 

Memory: 

Price: 



December 1993 

1Mb 

£26 99 



o 



Yet another sequel from Teem 1 T which does for street 

flghtln' wttat Allen Breed 2 dues for bug huntfri'. Body 
Blows Galactic is 'Ihe business', boasting much 
smoother animation — the Characters no longer 
move like Scott Tracy — faster action, animated 
backgrounds and enhanced sound effects 




Publisher: 


Grand slam 


Issue Reviewed: 


iune 1 994 


Memory: 


1Mb 


Price: 


£25,99 


Addictive 3-D racing as this Super MahoKart-with- 
knohs-on screeches on to the Amiga. Death Race 2000 

in a chUCKlesoma cartoon Style, with amazing weapons 
to blast your way through eight levels of super-charged 
Chicanery, make Bump N' Burn a must for those who 

always thought that all Scalectrii lacked was a bid of 
mindless violence. 


Cannon Fodder 


Publisher: 


Virgin Interactive 


Issue Reviewed: 


December 1993 


Memory: 


1Mb 


Price: 


£29.99 



War. according to the Sensible boys, has never been SO 
much fun, and we ii,**s lo agree — Cannon Fodder Is 
one of the most enjoyable games we've played in 

yonks. It may look like a fairly Simple run -a round and 
blast affair, but there's a surprising amount 01 Strategy 
needed it you're to make It through to the end. 






HUM 



RECOMMENDED 



Ch'ship Manager Italia 



Publisher 



Irtlelek 



89 



% 



90% 



Issue Reviewed: 


March 1994 


Memory: 


1Mb 


Price: 


£17.00 



Although the main difference between this and the 
other Championship Manager games it that you gel to 
take control of clubs with funny names, the reduced 
price and increased running speed earn this a 
respectablfi mark, Novices may have a bit of trouble 
getting ID grips with it bul for the rest Of us It's fab. 



1 '-gu^^^H 












Heimdall 2 




Publisher: 


Core Design 


Issue Reviewed: 


April 1994 


Memory : 


1Mb 


Price: 


£:34 r 9S< 



Heimdall 2 it without a doubt, the besl of it* kind, Us 
got lust Ihe right balance between action, adventure 
and puzzle solving with a smattering of humour in all 
Ihe right places. Blood, runes, ores and great dollops ol 
magic will keep you on Lokl'S trail, in the company of 1 
fetching Valkyrie saucily-named Ursha. 



Elfmania 




Publisher: 


Renegade 


Issue Reviewed: 


June 1 994 


Memory: 


1Mb 


Price 


£25.99 



Mortal Kombat comes to the eK-kingdom and gets its 
teeth kicked-in by a gorgeous glrly with pointy ears. 
Elfmania makes all Other beat 'em-ups on the Amiga 
look pretty crappy — and the introduction oi Strategy is 
truly inspired, We were completely godsmacked. It s the 
best ever. Honestly. 



F1 



Publisher; 


Domark 


issue Reviewed: 


February 1 994 


Memory: 


1Mb 


Price: 


£25.99 



From the French geezers Who brought you UYoom 

comes this, the official F1 licence. To be honest it's 
basically Vroom all over again but slightly latter, (as if 
it needed to be I) and with s superb two-player mode. 
Although riot realistic enough to satisfy a true Fl buff, 
it Offers incredible thrills and spills to the arcade lover. 




89% 



Jurassic Park 




Publisher: 


Ocean 


Issue Reviewed: 


October 1993 


Memory: 


1Mb 


Price: 


£26.gg 



An Ocean film conversion with not a platform In sight? 
Shurely shonte mishlake? Nope —taking a pinch of 

The Chaos Engine and mixing It With a Couple of 
spoonfuls of Legends Of Valour, JP turns out to be a 
game worthy of the licence, with arcade action a-plenty. 
Deserves to be a smash. 



Q^O/ James Pond 3 



a 
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i 



Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Millennium 
June 1 994 
2Mb 
£29.99 



The third Pond olatlormef is huge. And bloody fast. In 
Operation StarflSh Pond weighs in wkth a leaner, 
meaner, Sean Connery of a performance to surpass his 
cute Roger Moore In Robocod. OK, so there's bit leas 
colour but bags more character and the gameplay Is 
Infinitely more laxing. The ultimate Pond adventure! 



Frontier: Elite 2 



Publisher: 


GameTek 


llsu* Reviewed : 


November 1993 


Memory: 


1Mb 


Price: 


£34.99 



96°/c 



We ve wahed a long , long time for (his , bul it's been 
worth every mlnutB of il. Frontier IS. quite simply, Ihe 
game you bought your Amiga far. Admitted, H's not the 
mast "beginner friendly' game ever, and it lakes a while 
to get lis hooks Into you, but when It does it won't let 
go for years. A must buy. 

Fury of the Furries 




90% 



K240 



4M* EIE"^LaHT ■-■? 



Publisher: 


Gremlin 


Issue Reviewed: 


May 1 »9 4 


Memory: 


1Mb 


Price: 


£29.99 



The best Strategy game since Dune 2, K24Q Is a bit like 
Populous with asteroids. From your base-asteroid it's 
up lo you |o discover more, colonise 'em, exploit 'em, 
and defend everything you've got against aliens in a 
race for galactic domination. Build fleets, blast aliens, 
mine stuff. The game play is brilliant and we love ft. 



90% 



87% 



Publisher: 


Mlndscape 


Issue Reviewed: 


January 1994 


Memory: 


1Mb 


Price: 


£20.99 



A puzzle/platform game very Similar to The Lost Vikings, 
Fury of the Furries Offers 100 levels of mlnd-o*rtdlng, 
reflex-testing action as you use your three Cute Tinies in 
various permutations tD reach each stage's exit. Believe 
ui, it's as addictive as hell. 
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Kid Chaos 




Publisher: 


Ocean 


Issue Reviewed: 


August 1994 


Memory: 


1Mb 


Price: 


£25.90 



Genesia 



Publisher: 


Mind scape 


Issue Reviewed: 


January 1994 


Memory: 


1Mb 


Price: 


£29.99 



88% 



This is a huge 'society building' game very Similar to 
The Settlers. Starting off with a tiny tribe of people, you 
musl usb their various skills to build a thriving 
civilisation, it's net as easy to get Into as The Settlers. 

but offers greater rewards for IhOS* who persevere- 




94% 



Crazy story line, crazy game. The chaotic cave^kid 
the cretaceous age clubs his way through this 
plattormer faster than a hungry T-Rfrji chasing a jet 

propelled cow. Mote parallax than anything since 

lionh-eart and more satistyingly violent than hitting 

banks of stinging nettles with a big Stick, 



Liberation: Captive 2 




Publisher: 


Mlndstape 


Issue Reviewed: 


December 1993 


Memory: 


9Mb (CD32/A12D0 only} 


Price; 


£34.39 



Yes: Here il Is — the First CD32 game to enter 

Recommended. And deservedly SO — Liberation la a 

brilliant, atmospheric RPG with one ol the sexiest intros 
you're ever likely to see. Really shows off Commodi 
capabilities to the full. 
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Mega Motion 



Publisher: 


Black Legend 


Issue Reviewed: 


April 1 MM 


Memory: 


51 2K 


Price: 


£1 9.96 



One of the most rewarding and pram-leasing games 
we've played few ages, The concept I* simple and the 
animation lab. It remind! us a bit of eculdordssh but 
It's not derivative. Only available be part Oi ■ two-pack, 
the other same being SlaUX which we rate at 84% and 
juat misses K* own entry. Slonklngly good value. 




90% 



Puggsy 



Microcosm 




Publisher: 


Psygnosis 


Ittut Reviewed: 


January IBM 


Memory: 


2MI> <CD32 only) 


Ma: 


£34.99 



86% 



Okay, so basically It's Utile more than a bask: 3D shoot- 
'em-tip In the Space Harrier mould, but as far as 3D 
ShOOt-'em-ups go It's Just about the best-looking one 
you could possibly Imagine. And ft plays pretty well too, 
although the pyped doesn't hall make your thumb sore. 
All It really lacks Is variety Ah wall 

Micro Machines 








Publisher: 


Psygnosis 


Issue Reviewed: 


March 1 994 


Memory: 


1Mb 


Pric*: 


£34 98 



On the surface, Puggay look* Ike a stow piatformer 
With not much going on, hut If you spend a raw minute* 
learning the game m*Chan4c* and experimenting Wtttl 
the Total Object Interaction, than you'll discover a 
beautifully animated arcade adventure with fantastic 
graphics and sound, 



Putty Squad 



Publisher: 



System 3 



issue Reviewed: 


August 1 B94 


Memory: 


2Mb 


Price: 


£29.90 



Putty Squad knocks several buckets of poo Out Of Putty 
Thrill to 38 levels of squish)- blue run, which is gmons 
squishy blue fun than you can have a-squeazfng things 
In a policeman's trousers- Probably . Tori* of different 
enemies, sumoluous graphics and long lasting pistlun 
fun for all the family. 



QOO/ Qwak 

^f ^& * " Publisher 



Publisher: 


Codemasters 


Issue Reviewed: 


October 1 993 


Memory: 


1Mb 


Price: 


£25.99 



No-one guessed that the Codies would beat Team 1 7 In 
the top-down racer Grand Prta but by golly they have! 
Although Micro Machines Isn't quite as groovy I" one- 
player mode as Overdrive* It c-ompens ales for this by 
having the basl two-player action you're every likely to 
see, It' s got to ba played to be believed, 




l»ue Reviewed; 

Memory: 

Price: 



Teem 17 
November 1993 
1Mb 
fit 2,9* 



Mortal Kombat 



Publisher: 


Virgin Interactive 


issue Reviewed: 


January 1993 


Memory: 


1Mb 


Price: 


£34.99 



89°/c 



91% 



owak may be '|usi' a budget title but It's completely 
brilliant which Is why It's found a home here amongst 
the Recommended*. It'll on*- Or tWO-pl*¥*r Bubble 
Bobble-style game, with the aim being simply to amass 
points 0« your platform-rilled odyssey through the 
kingdom of cuteness, Simply marvellous. 

Ruff 'N' Tumble 



Top marks to Virgin and Probe Software for coming up 
with arguably the most accurate coin-op conversion 
seen In a long lime. Everything from the arcade original 

is here - the graphics, Che sound and, most Importantly, 

the gamepley ('the gore' surely"? — Ed), Up until 
Ehtnanle, this was me best beat-'am-up on the Amiga.. 



Overkill 



Publisher; 


Mindscape 


Issue Reviewed: 


October 1993 


Memory: 


2Mb (At 200 only) 


Price: 


£25.89 



An A 1 aoo-only game which actually makes use of all the 
33 bits, Overkill is the moat intense blaster you're ever 

likeiy to come across. H'a basically Defender wtth a few 

gamepiay tweaks, so for shool-'em-up purists, it's the 
equivalent of heaven. May be a bit short tor some, 
though. 




Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Renegade 
August 1 994 
1Mb 
£25.99 



The bast game ever with -h" In the title? little Ruff has 
kilt 'Is marbles and that means mega-btaslor mayhem k 
plalto* mular mode lor the lines of you "n" me. This game 
is sharper than MichaelangelO'S beat pencil, and that'* 
no word of * lie because It's right there at the sharp-end 
of the platform renaissance. Ha. ha. 



Second Samurai 



Publisher: 



Psygnosis, 
December 1993 
1Mb 
£29. 89 



Issue Reviewed 

Memory: 

Pric*: 

Although perhaps looking a little 100 Similar to the 

Original First Samurai, Ihls sequel Is a far better game. 

The hero doesn't move quite I fluidly as he used to but 

he's Still pretty nifty with Ms f word, and the tighter level 

design and less oblique puzzles make tor a much more 

entertaining experience all round. 



Out to Lunch 



Publisher: 


Mind scape 


issue Reviewfid: 


July 1 994 


Memory: 


2Mb 


Price: 


£29,99 



90%o 90% 



The Settlers 



o 



Food glorious food — but hang onl — hrs all done a 
runner] so Pierre La Chef Is on a Cooks' Tour around 
some exotic locations (or... apart mam Switzerland) 
to re-stoc k hit larder. Out to Lunch It a tatty 

platform patisserie with scrummy animations and 
sprites thai take the biscuit. And that's no word of 
a plet 
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Publisher: 


Blue Byte 


issue Reviewed: 


December 1993 


Memory: 


1Mb 


Price; 


£34.99 



imagine Little Computer People cross-bred With 
Populous and you 'Jl have a good Idea as to whet The 
Settlers looks and plays like, It's your typical God gam* 
(build an empire, keep your folks happy and quash any 
rivals) spruced up with tome super-cute animations on 

your Subjects. Very user-trlendly 
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Skidmarks 

Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Acid Software 
January 1994 
G12K 

£25,99 



88% 91% 



If you have fund memories or Super Off-Road 
prepare to have them rekindled with (hi*, a 
viewed from a similar 'isometric perspective, 
a bit of a duffer when played alone — the 

are trap 16 say the least — it's brilliant in 
mode, 

Simon the Sorcerer 




Stardust 




Publisher: 


Blood house 


Issue Reviewed: 


December 1993 


Memory: 


1Mb 


Price: 


E 16.99 



An unbelievable bargain at ihe price, Stardust la the 
ultimate Asteroids Clone, The graphics have to be seen 
to be believed and it plays as well — maybe even better 
— than it looks. Along with the stunning 3D sub-game 
breaking up Ihe rock bustin' between levels, this is a 
feaal you Just have to treat yourself to. 



Publisher: 


Adventure. Soft 


Issue Reviewed; 


February 1994 


Memory: 


1Mb 


Price: 


£34. H 



89°/c 







91% 



Br Us AdventureSort take mi the American might of 
LucaiArfs and Sierra with this humourous graphic 
adventure, Obviously intended la be j Monkey Island 2 
beater, it comes dose to succeeding However the 
interface doesn't quite surpass Lucas Arts' and the 
puulei are tough — but don't let that put you off, 



Soccer Kid 




Publisher: 


Krlsailis 


issue Reviewed; 


September 1993 


Memory: 


1Mb 


Pric*; 


£26.99 



, tXi^ i-i.'* >id#tedirfu,. 



93% 
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Uridium 2 




Publisher: 


Renegade 


Issue Reviewed: 


November 1 943 


Memory: 


1Mb 


Price; 


£26.99 



The C64 classic comes to the Amiga in stylo, souped -u p 
beyond belief with 32-colour graphics, 50-rrames-per- 
second action, muni-way scrolling, power-up* and all 

the other good Ihihgx you've come to expect from a 
flO's shoot- em-up, It's very tough, but for die-hard 
blasting fans It's a dream come true. 



86% 



Well, well, well. Jusi lour months after we screamed 
thai Superitog was ihe beat Amiga oiarform game ever, 

along comes Soccer Kid and wt have to change our 
tune. It's nothing short ol brilliant — gorgeous to look 
at, sweet on Ihe ears, and boasting some of the sltCKeit 

gameplay we've seen In a long lime. Buy Rl 




Wiz 'n' Liz 




Publisher: 


Psygnosis 


Issue Reviewed: 


November 1993 


Memory: 


1Mb 


Price- 


£29,99 



Originally a Mega Drive game, nils cutesy race-'n'- 
coilect-'em-up is perhaps a Itttle too simplistic to be 
worth buying rl you're going to be playing it alone — 
you're likely to get bored of it long before the end ever 
comet Into sight — but it's great value If you've got a 
blend who can join In Ihe fun. 



Space Hulk 




Publisher: 


Electronic Arts 


Issue Reviewed: 


October 1 993 


Memory: 


1Mb 


Price: 


£31.39 



91% 



90% 



ZOOI2 



Al last — a conversion of a boardgame that doesn't 
simply recreate Ihe board in DPaint! Instead, Space 
Hulk takes all ihe best bits Item the original game and 
bungs In a whole load of extra computer effects to 
Create one Of the most atmospheric strategic-blasters 
we've seen In ages. Completely ace. 
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Publisher: 


Gremlin 


issue Reviewed: 


January 1 994 


Memory: 


1Mb 


Price: 


£29.99 



Tel another sequel wangles lis way Into these 

Recommended pages, Despite being more of the same, 
this Is far superior to the original — Zool now has much 
more character, is much better animated and li a lot 
more enjoyable and less frustrating to control. You can 
even play as Zooz, Zool's girlfriend! 



COMPETITION 

Yes! It's the quiz of the month! If you fancy your chances of winning one of ten fab-tastic 
software prizes then you've come to the right place. Just answer the following questions... 



(1) What's the square root of 25? 

(2) What's 12 multiplied by 12? 

(3) How many seconds are there In a leap year? 

Answers on a postcard or back of a sealed envelope by August 28th to the following 
address: Recommended Compo 6, THE ONE, 30-32 Farringdon Lane, London EC1R 3AU. 
The first ten entries drawn from the hat after the closing date win! 



o 



EXT MONT 



quiz 




You might not know it, but 
you're a pretty clever cook- 
ie. We reckon so r anyway — 
otherwise, why would you be read 
ing such a full and fruitsome maga- 
zine? Er, don't answer that. Anyway, 
we don't like just giving you infor- 
mation willy-nilly, we want you to 
work for it. Read through the fol- 
lowing questions about next 
month's issue, and carefully consid- 
er the tiit of answers for each one, 
Make a note of which one you feel 
most suitable, then work out your 
Kort from the table below. Hey — 
it's hardly a Cosmo, 'Find out if you 
■re you any good at bonking '-type 
survey , but it might just while away 
a few minutes. Right, imagine you're 
in your local newsie's next month, 
and you're looking at the shelf which 
normally supports The One: 

IYou spot that The One has a 
particularly se*y and mouth- 
watering array of demos this 
month. One of them — an exclusive 
— is by Sensible Software, which 
was recently covered in a multi-part 
WiP. But what is it called? 
a WuFoetus 

b Sensible World of Soccer 
c Cannon Fodder 2 

2 Gathering the last copy from 
the shelf, you prepare to 
peruse it when you notice a 
small, tear-stained child at your side. 
He looks with doleful eyes at his 
beloved magazine, and, conceding 
that you were there first, turns and 
walks slowly away, quietly sobbing. 
Do you... 
a CaJI him back, wipe his eyes with 



your hankie, and offer him the mag? 
b Offer him the mag, but hold it just 
out of his reach; while sniggering 
because you're big and he's not? 
c Stab him in the back with a sharp- 
ened Opal Fruits iced-lolly stick? 

3 On the Contents page, the 
review of a particularly long- 
awaited game from Bullfrog 
Productions catches your eye. Which 
is it, though? 
a Theme Park 
b Magic Carpet 
c Populous 3 

4 You decide that this mag is 
the one for you, so you head 
for the till. The shop assistant 
is a particularly scrummy auburn- 
haired babe whom you've fancied for 
some time. Do you... 
a Hastily put it back on the shelf, for 
fear of looking a bit of a spaz? 
b Call back the small child, and tell 
the little angel that he's "forgotten 
his magazine?" 

c Turn up your collar, and stride pur- 
posefully toward her, confident that 
the streetwise image of The One is 
sufficient to sweep any sensible girl 
off her feet? 

5 Feeling like a million dollars, 
(sort of rectangular, green 
and papery), you skip home 
through the park skimming the glo- 
rious pages of your new mag. You 
spot the review of an Electronic Arts 
game, which The One recently 
WiPped. Ah. but which? 
a Road Rash 2 
b FIFA Soccer 
c Jungle Strike 



6 Arriving home, you walk 
through the front door only 
to be faced by your mother, 
who sends you to tidy your room. 
You, however, want to read the bril- 
liant features and reviews and Stuff 
in The One, so what do you do? 
a Stick the mag up your jumper, pre- 
tend you need the toilet, and spend 
the next hour iocked in the lavvy 
under the pretence of possessing 
"Satan's bottom" 

b Give in, leave the mag downstairs, 
and vault gaily upstairs armed with 
the Hoover 

c Pretend you didn't hear, and go 
back outside mumbling something 
meaningless under your breath 

7 In last month's Next Month', 
(ooer), we said we would 
review a certain Maxis game 
in the next issue. Instead it turns up 
next month. But what's it called? 
a Sim Earth 2000 
b Sim Harry 20OQ 
c Sim City 2000 

8 Now look here, we know that 
you haven't got a clue what's 
going to be in the next issue, 
and, frankly, neither have we, But 
cast your mind forward (if you will) 
to that great day in your 
newsagent's, and focus on the cover 
itself, What do you see? 
a A really cack image of some rub- 
bish game that no other magazine 
would touch with a bargepole, 
b An utterly fantastic Exclusive! on a 
scale which you have never seen 
before in, on or around any Amiga 
games mag, 
c THE ON AiGA 




October issue out 

28th September. It 

could make you 

better at ma the. 



Dear Mr Newsie 

In order to forestall permanent hair-loss, please 

reserve me a copy of The One, every month. 

Name « * — 

Address « 
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HOW DID YOU SCORE? 

24-19 

You're great! We like you. A lot, in 
fact, because you probably know 
our magazine better than we do. 
You obviously have confidence in 
our ability to produce a fine qual- 
ity magazine, free from mistakes, 
with the best features, reviews and 
exclusives around; and so to tell 
you that you need to buy The One 
would just be a formality. You sad, 
deluded git, 

18-11 

Hrnmm, Not quite the brilliant 
mind we expected, but quite a 
good score nonetheless. Perhaps 
you don't buy the magazine every 
month, or something? In which 
case, I would like to take this 
opportunity to remind you that 
The One is undoubtedly the most 
childish Amiga games mag ever, 
and you would be silly to do with- 
out it, lhankyou. 

10-5 

You total prat. I can't believe any- 
body really scored this low What 
you need is a good dose of psy- 
choanalysis from our resident 
shrink (It's my opinion that the 
patient is suffering a severe lack of 
wit, humour and good-natured 
thigh-slapping. I prescribe a course 
of The One magazine, starting next 
month — Doc), 

Below 5 

You obviously can't add up, you 
gimp. How did you manage less 
than five, when that's the lowest 
possible score? Go back and do it 
again, and then make sure you buy 
The One. 




Boris Verne, a 
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Imagine how he fwtei 
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Rotoscoped game character, with real- 
scaling and over 500 "frames of animati 



Lush, 256-eolour hand-painted scenes 
teeming with background animations.. 
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